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Solid State PINBALL 


TRISTAN 
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s'' “( TRIS TAN) should he a big winner 
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* TILT and much more... 
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( 613 ) 967 - 7900 . 
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The Pacific Solomons 1942. Setting for a series of naval confrontations that would 1 

change the course of World War II'. And the setting for the first in a new . , , m 

series of spectacular Pacific War simulations from MicroProse. 

Task Force 1 042 is your chance to command a fleet of destroyers, 
cruisers, and battleships against aggressive enemy forces in the 
South Pacific. 

X . 4. 

No detail has been overlooked in this painstakingly researched 
simulation. Torpedo wakes. Thrilling night combat. Blinding explosions. 

Flares. Even harsh weather conditions. All presented in 
breathtaking realism. 

Issue commands to ships and convoys, Fire torpedos into enemy 
backsides. Control crucial battle positions. Shell enemy targets. 

Confront enemy ships head-on. And, if you choose, lead the Japanese forces into battle. 

Task Force 1942 from MicroProse, It's the only way to experience the thrills... and risks.,. of naval 
combat in World War II. To order, visit your nearest retailer or call 1 -800-879-PLAY. Call today. 


Actual screens 
may vary. 


180 Lakefront Drive, Hunt Valley, Maryland 21030-2245. 
£> 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. 


SURFACE NAVAL ACTION IN THE SOUTH PACIFIC 


For IBM-PC/Tandy/compatibles, 
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Welcome to the sequel to Bane of the Cosmic Forge and the only game that could possibly follow its lead. 
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256 Colors • Outdoor Campaigns • Full Musical Score & Sound Effects • Auto Mapping 
True Point & Click Mouse Interface • Unprecedented depth of story 








Selby Bateman, Executive Editor 
Amy L. Pruette, Senior Art & Design Director 
Lance Elko, Editorial Director 
Stephen Poole, Associate Editor 

Contributing Editors: 

Leslie Eiser 
Matthew A. Firme 
Leslie Mizell 
Neil Randall 
James C. Slate 
William R. Trotter 

Irma Swain, Production Director 
Edwin C. Malstrom, Art Director 
Laura C. Morris, Senior Graphic Artist 
Jan J. Sebastian, Graphic Artist 

Michael J. Romano, Publisher 
Tom Valentino, Vice President, Finance 
Jeanne-Marie Duffy, Circulation Manager 
John G. McMahon, National Sales Manager 
Kathleen H. Ingram, Marketing Manager 
Pamela Lambert, Production Coordinator 

Game Players PC Entertainment (ISSN-1 059-21 80) is published 
bimonthly by GP Publications, Inc., 23-00 Route 208, Fair Lawn, 
NJ 07410, USA. Second-class postage paid at Greensboro, NC, 
and additional mailing offices. Newsstand distribution is handled 
by the Curtis Circulation Company. Subscriptions: One year (6 
issues) US: $14.95. Canada: $22.42. Canadian price includes 
postage and GST (GST #128220688). Outside US and Canada: 
Add $2.00 per issue. 

For customer service, write Game Players Customer Service Dept., 
P.O. Box 29364, Greensboro, NC 27429. Postmaster please send 
change of address to Game Players PC Entertainment, P.O. Box 
29364, Greensboro, NC 27429. 

Corporate, advertising sales, and circulation offices: 23-00 Route 
208, Fair Lawn, NJ 07410. Phone: (201) 703-9500; FAX: (201) 703- 
9509. 

Editorial, production, and dealer sales offices: 300-A S. Westgate 
Drive, Greensboro, NC 27407. Phone: (919) 852-6711; FAX: (919) 
632-1165. Editorial product information should be addressed to 
Editor, Game Players PC Entertainment, P.O. Box 29364, Greens- 
boro, NC 27429. Overnight delivery parcels should be addressed 
to Game Players, 300-A S. Westgate Drive, Greensboro, NC 27407. 
Unsolicited manuscripts cannot be returned or acknowledged. 

GP Publications, Inc., also publishes the Game Players Nintendo 
(tm) Guide (tm), Game Players Sega Genesis Strategy Guide, and Game 
Players Encyclopedias covering Nintendo, Sega, and PC games. 

Entire contents copyright 1992, GP Publications, Inc. All rights 
reserved. Reproduction in whole or in part without permission is 
prohibited. Game Players, Game Players Guide, and Game Players 
Encyclopedia are tradenames of GP Publications, Inc. Products named 
in these pages are tradenames or trademarks of their respective 
companies. GP Publications, Inc., is not affiliated with the companies 
or products covered in Game Players PC Entertainment. 

m 


EDITOR’S NOTES 


Two years ago, I bought a 386SX 
for home use. With a meg of 
RAM and a 40-meg hard drive, 
I figured it would be more than 
good enough to keep up with 
most of the games I'd be play- 
ing for the next couple of years. 

But in those two years, the 
PC entertainment software in- 
dustry has significantly 
reoriented its approaches to 
game design (thanks in large 
part to hardware advances and 
cascading prices). Judging from 
several leading titles, designers 
consider a 386SX the entry-level 
PC, and then only if it has 2 
megs of RAM. Those are the 
minimum hardware require- 
ments for Aces of the Pacific, but 
if you trying running it on that 
setup you'll realize that when 
publishers say minimum, they 
mean minimum. With full- 
blown 386s reaching record- 
low prices, it's clear that de- 
signers are assuming that more 
and more consumers have 
relatively powerful PCs. 

Even if you do have plenty 
of RAM and a very fast pro- 
cessor, you're still faced with 
increasing demands on storage. 
The Lost Files of Sherlock Holmes, 
Electronic Arts' debut graphic 
adventure, requires 640K of 
RAM — but if you opt for the 
fastest game play, you'll need 
29 megs of hard disk space. If 


you've got a 40-meg hard drive 
like I do, that forces you to make 
some tough choices. 

Now comes CD-ROM 
technology, providing pro- 
grammers and designers with 
incredible amounts of storage 
space and providing them with 
more artistic leeway than 
they've ever had before. The 7 th 
Guest, the two- CD title slated for 
Halloween release from Virgin, 
is the first hint of the full po- 
tential offered by CD-based 
games. T. Liam MacDonald's 
behind-the-scenes look at the 
creation of this groundbreaking 
product gives a glimpse at how 
cutting-edge designers feel 
about pushing the extreme in 
utilizing the latest in hardware 
advances. 

From the letters we receive, 
it's obvious that many gamers 
out there are faced with difficult 
decisions about when and how 
much to upgrade, and in our 
next few issues we'll be tackling 
the issue head-on with in-depth 
reports on memory expansion 
and management, hardware 
upgrades, and the new gen- 
eration of games using SVGA. 
Until then, enjoy the issue — 
and keep those letters coming 
in! 

Stephen Poole 
Associate Editor 
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YOUR ADDICTION JUST BECAME 3 TIMES WORSE. 


Introducing Tetris® Classic. 

Great new VGA graphics. 

Great new features. 

Great music and sound. 

It’s everything Tetris is-and 
more! A slew of new challenging 
options, including head-to-head 
play, competitive or cooperative 
modes and a frenzied dual-pit play 
field. VGA graphics give the game 
a hot new look. 

And the music 
and sound effects 
are worthy of a 
5-star Hollywood 
production. It 
isn’t easy to 
improve a classic. 

But we just did. 

Tetris Classic available for IBM DOS and Windows. 


Super Tetris™ 

The super sequel to best-selling 
Tetris. Super challenging. Super 
addictive. Because it comes with a 
blockbusting twist-bomb pieces 
that help you blast your way down 
to the bottom of the pit and discover 
treasures. Super Tetris. Just when 
you thought you’d broken the habit. 

Available for IBM DOS, Windows and Mac/Macll. 


Wordtris." 

If you thought Tetris was fun, look 
what we did to Wordtris. This time 
the falling pieces are letter blocks. 
Instead of forming lines, you form 
words. The challenge builds as the 
levels go higher and the blocks fall 
faster and faster. It’s Tetris made letter 
perfect. You have our word on it. 

Available for IBM and Mac/Macll. 
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Spectrum HoloByte 

THE TETRIS® PEOPLE 

A Division of Sphere, Inc. 2490 Mariner Square Loop, Alameda, CA 94501 

For Visa/MasterCard orders call 24 hours a day, 7 days a week: 
1-800-695-GAME (Orders Only) 

For technical questions call: 1-510-522-1164 (M-F: 9am-5pm PST) 

Super Tetris, Tetris Classic and Wordtris are trademarks and Tetris is a registered trademark of V/O 
Electronorgtechnica. Spectrum HoloByte is a registered trademark of Sphere, Inc. 



MERCHANT COLONY 


MAGNETIC SCROLLS 


This Merit release proudly 
displays its British origins, 
zestfully re-creating the golden 
age of colonialism without 
batting an eye in the direction 
of post-imperialist sensibilities. 
Impressions Software, the 
game's developer (see "PC 
News for more on Impres- 
sions), has designed a trading- 
and-resource-management 
game that allows the player to 
fashion his or her own version 
of the East India Company or 
any of the other powerful trad- 
ing cartels of the 18th century. 

Although considerably 
simplified in the interests of 
playability. Merchant Colony 
faithfully mirrors the geo-po- 
litical realities of an age when 
trade was everything, and the 
nation which excelled in it 
could comfortably rule a great 
chunk of the world. 

Beginning in Liverpool 
with a fixed amount of re- 
sources, the player buys ships, 
stocks them with various types 
of colonists or cargo, and sails 
forth to plant new colonies or 
trade with existing ones. As in 
real life, prices fluctuate 
greatly, and fortunes are won 
or lost according to the vagar- 
ies of nature or the activities of 
pirates. 

Different types of colo- 
nists perform different func- 
tions, and require varying 
amounts of overhead to main- 
tain. Soldiers are useful for 
"pacifying" the natives or 
guarding against the incur- 
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sions of a rival power, explor- 
ers are essential for mapping 
the land and pinpointing 
natural resources, while 
teachers, businessmen, and 
other bureaucrats are neces- 
sary to create a viable infra- 
structure. 

Players familiar with 
Koei's Uncharted Waters will no 
doubt note similarities be- 
tween it and Merchant Colony, 
but they also differ in several 
crucial aspects. The world is 
already mapped when you 
start Merchant Colony, so the 
exploration element of the 
game is limited to mapping 
the land radiating out from 
your port. And Merchant 
Colony lacks the detailed naval 
battles which occur in the later 
stages of Uncharted Waters. But 
those engagements are rather 
tedious, and their absence is 
more than compensated for by 
the engrossing process of 
nurturing your colonies from 
their crude beginnings to their 
peak of economic productiv- 
ity decades later. 

The mouse-driven inter- 
face is graceful, and the game 
is presented in boldly colorful 
graphics. Some aspects of the 
game, like the automated pi- 
rate encounters, appear to be 
little more than afterthoughts, 
but for the most part Merchant 
Colony is a fairly solid and en- 
grossing simulation. 

— William R. Trotter 


A couple years ago. Virgin 
Games gave us Wonderland, 
which brought Lewis Carroll's 
famous fantasy into the realm 
of the text adventure. But this 
was a text adventure with a 
difference: using a sophisti- 
cated windowing system. 
Wonderland let you see not only 
text, but also colorful graph- 
ics, a map of where you were 
and where you'd been, a pic- 
ture of the items in your inven- 
tory, and icons for all the items 
in the room you were in. In 
many ways, it was a text 
adventurer's dream come true, 
and a long, long way from the 
text-only look of the early-80's 
adventures like Zork, Deadline, 
and The Hitchhiker's Guide to 
the Galaxy. 


n 
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Magnetic Scrolls combines 
three old text adventures into 
one package, upgrading them 
all to the Wonderland system of 
graphics and windows. Guild 
of Thieves is a hack'n' slash fan- 
tasy puzzle; Corruption turns 
you loose against 
the evils of making 
it big in the corpo- 
rate world and its 
surrounding city 
sleaze; and Fish, the 
most like Wonder- 
land of the three, 
does away with 
such things as sim- 
ple physical logic in 
a bizarre espionage 
thriller that's a little 
like James Bond 


meets Flipper. 

As with all text adven- 
tures, you basically type your 
way through each game. At all 
stages, you're presented with 
a command line, and you say 
things like "Turn upside 
down" or "Take everything 
except the grenade, then open 
the chest." After each com- 
mand (assuming you've typed 
a reasonable command that the 
text-parser understands) 
you're shown a new graphic, 
an updated map, an enhanced 
inventory, and so on. The sys- 
tem is the most highly sophis- 
ticated available in the text 
adventure genre — if you can 
call this combination of text 
and graphic information a "text 
adventure." 

But before you buy this 
game, try to find out if it will 
work on your system. You 
need at least 500K free RAM, 
and much more to ensure that 
the program works properly 
at all times. The installation 
program is very poor, and the 
game doesn't like TSRs or even 
some memory managers. 
Magnetic Scrolls is strong, but 
problems with system com- 
patibility can quickly destroy 
enthusiasm. 

— Neil Randall 
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All right. So maybe there is one 
flight simulator more thrilling than 
F-15 Strike Eagle 1 !!. 



Introducing F-15 Strike Eagle®III! 


How could we possibly surpass the non-stop 
action of F-15 II? 

For starters, we've introduced a revolutionary new 
visual system, a system that creates dogfighting so 
realistic you'll scramble for the eject button. 

We've designed incredible new photorealistic starting 
and ending screens to surround you in the complete 
Strike Eagle experience. 

And you'll get to battle against modem high-tech 
opponents as ruthless as those real F-15 pilots face. 

But, of course, the real test for any great flight 
simulator is how fun it is. And what could he more 
fun than blasting a friend out of the sky in our new 
head-to-head combat mode? Or flying with a 


friend in our pilot/weapons officer mode? Or 
flying alongside each other in our sensational 
two-plane mode? 

We enhanced the gameplay of the F-15 to challenge 
even the most experienced pilots, too. But if you're 
not experienced, don't worry. Because we also 
worked to ensure that the easy-to-learn qualities of 
the first two F-15s remained intact, as well. 

So blow the dust off your flight helmet and climb 
aboard the F-15 Strike Eagle III! We're sure it will be 
the most thrilling flight simulator you'll ever pilot. 

Visit your retailer or call 1 -800-879-PLAY (Mon. - Fri. 
8:30 - 5:00 EST). 


□ YES! As a registered owner of F-15 II, I want to pre-order 
my F-15 III for the special upgrade price of $39.95 (if you 
haven't registered, mail us the title page of your F-15 II 
manual) along with check or credit card information. 

MD residents add 5% sales tax. 

□ YES! Send me the new F-15 III Strike Eagle for just $79.95, 
when it's available (estimated release date is Sept. 30, 1992). 
Disk Size: 03 1/2" D51/4" 

Name 


□ Check Enclosed (no COD or purchase orders) 

□ VISA QMC DAMEX 

Card # Exp. date 

Signature 

Mail to: MicroProse Software, Inc. 

180 Lakefront Drive • Hunt Valley, MD 21030-2245 

IBM-PC/Tandy/compatibles. 386 min required - 640K min, expanded memory. 
For VGA only. Release date subject to change. Offer expires 12/1/92. 


~1 


Address 

City 
j Day Phone ( 


. State _ 


-Zip 



PROSE 


180 Lakefront Drive • Hunt Valley, Maryland 21030-2245 
© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
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SPECIAL OPERATIONS 2 FOR 
WING COMMANDER 


TETRIS CLASSIC 



This latest add-on for Origin's 
sci-fi classic starts with a typi- 
cal Chris Roberts' set-piece 
drama: the court martial of the 
traitor "Jazz" Colson, whose 
cowardly life you spared at the 
end of Wing Commander. 
Colson is, most deservedly, 
sentenced to die, and you're 
ordered to escort the ship tak- 
ing him back to Earth for ex- 
ecution. 

But Colson never gets to 
Earth: his ship is seized by 
Kilrathi sympathizers who 
hyperjump out of sight before 
you can blink. Naturally, oT 
Jazz wants to leave a message 
for his former wingman, so he 


sends a transmission vowing 
to kill you before the game 
ends. 

To make matters worse, 
there seems to be more than 
one traitor aboard the 
Concordia, not to mention a lot 
of Kilrathi attention focused 
on your carrier. The reason? 
The Confederation is sending 
a prototype of its newest 
superfighter, the Morningstar, 
for its shakedown trials, and 
the Kilrathi will stop at nothing 
to get their hands on it: this 
baby comes armed with 
nuclear missiles that can wipe 
out an entire squadron! (Don't 
worry; you will get to fly one....) 

If you're a Wing Com- 
mander addict, you probably 
sense from this outline that the 
plot thickens with every mis- 


sion and the characters' rela- 
tionships once again achieve a 
remarkable sort of quasi-real- 
ity. By now, these people are 
as comfortably known to us as 
the crew of the Enterprise, and 
encountering them again is like 
meeting old friends. Origin 
hasn' t tampered with the basic 
formula, but neither has the 
series sunk to the level of 
cliches. 

The missions in this add- 
on are sometimes very tough, 
but always do-able if you keep 
trying. There are some inter- 
esting new wrinkles, too: the 
Morningstar is a real galaxy- 
buster when it unleashes its 
full firepower, and you 
now have the option of 
customizing the insults 
you hurl at your Kil- 
rathi opponents. Have 
fun. 

It must be said that 
there are a few signs 
here and there of undue 
haste to get Special Op- 
erations 2 to market. The 
dialogue lines from many con- 
versation screens flicker badly, 
and we were unable to engage 
the advanced targeting system 
on a Sabre, which is supposed 
to be equipped with that tech- 



nology. These are both minor 
blemishes, however, in a 
product that lives up to the 
high standards set by its pre- 
decessors. 

— William R. Trotter 


Two groups of PC game play- 
ers should make it a point to 
get Tetris Classic, those who 
missed the Tetris phenomenon 
four years ago, and those who 
found this puzzle game to be 
addictive — in other words, 
just about everyone. 

When Spectrum Holo- 
By te brought Alexey Pajitnov's 
invention from Moscow to 
North America in 1988, Tetris 
became an instant hit. What 
makes the new Tetris Classic so 
appealing is not just its fresh 
suit of clothes — 256-color 
VGA graphics, new artwork, 
and sound and music support 
for 11 sound cards — but its 
multitude of game variations. 

What makes Tetris Classic 
a better game than its prede- 
cessor is its five different play 
modes: single player, coop- 
erative, competitive, dual pit, 
and head-to-head (for modem 
play). The single-player mode, 
functionally identical to the 
play of the original Tetris, lets 
you select a timer (2-, 5-, 10-, or 
1 5-minutes) if you want to play 
under pressure or just force 
yourself to quit because of time 
constraints. Other options let 
you choose from ten difficulty 
levels, select from four heights, 
allow you to view the next 
piece before it appears, and 
control the speed of the falling 
pieces. There are other fasci- 
nating variables — each of 
which affects your game 
strategy — that apply to the 


two-player games. 

These two-play er contests 
are especially engaging. In 
dual-pit mode, for example, 
two grids are displayed on the 
screen side-by-side, with each 
player getting the same pieces 
in the same order. (During one 
session, for lack of a human 
opponent, I pitted my right 
hand against my left. Try it for 
a new adventure in motor-skill 
coordination.) 

The art backgrounds, as 
well as the introductory mu- 
sical score, are thematically 
based on Alexander Pushkin's 
fairy-tale poem, Ruslan and 
Ludmila. As you move through 
the game, the screens change, 
progressively telling the story 
of Pushkin's epic poem. 

Combined with the in- 
triguing play variations, the 
new look and lush sound of 
Tetris make it a much richer 
game than the original. A nod 
goes to Spectrum HoloByte 
for a terrific package that gives 
a new lease to an old friend. 

— Lance Elko 
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Game Program © 1992 
Ocean Software Limited. 
Hook ™ and © TriStar 
Pictures, Inc. All Rights 
Reserved. Hook™ and 
associated character names 
are trademarks of TriStar 
Pictures, Inc. Ocean is a 
registered trademark of 
Ocean Software Limited. 


Ocean of America, Inc. 1855 OTooleAve., Suite D-102, San Jose, CA 95131 


FOR THE AMIGA AND IBM PC 


_L 1 \_L has now grown up. and is 
away from Neverland. but his old enemy Captain 
Hook has not forgotten and schemes his revenge. 
Kidnapping Peter's children, he lures our hero 
back to the Island of Pirates and Lost Boys for 
a final confrontation. With the help of 
Tinkerbell the faithful fairy, you take on the 
role of Peter in this magic adventure fraught 
with danger and excitement. 


Screens shown are from the Amiga version of 
the game. Amiga is a registered trademark of 
Commodore Electronics Ltd. 








The Legend 


Of Kyrandia 


tke first fantasy 
adventure in tke 


Fables & Fiends™ series 


Enter A 
Land Where 
Magic Is Real 


taking keauty and secrets to unravel 
Tke land of Kyrandia, 


THE LEGEND OF 




FABLES&FIENDSi 


Gorgeous scenes and realistic animation draw 
you into tkis fantasy adventure. Elegant point- 
and-click control makes it easy to play. Tke fully 
orckestrated soundtrack will captivate you. 
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Westwood 


Distributed exclusively b 


y by 


Irvine, CA 


For pricing and orders, please call 800-VRG-IN07. Visa, Mastercard, American 
Express and checks accepted. Get kelp witk our kintline! Call 1-900-288-4744. 
(Calls are ckarged at 75 cents per minute. You must ke 18.) 


The Legend Of Kyrandia Awaits You! 

Eye of Tke Beholder I and II, Advanced Dungeons and Dragons are trademarks of TSR, Inc. King’s Quest® is a registered trademark of Sierra On-Line, Inc. 
FABLES AND Fiends and The Legend Of KyRANDIA are trademarks of Westwood Studios, Inc. ©1992 Westwood Studios, Inc. All rights reserved. 






WOLFENSTEIN 3-D — 
ESCAPE FROM WOLFENSTEIN 


QUEST FOR GLORY I — 
VGA VERSION 



It's often hard for small game 
publishers to get the kind of 
distribution they need to hit 
the big time, but Apogee seems 
to have found the perfect solu- 
tion. By offering an installment 
of each of their games as 
shareware, they give their 
products some much-needed 
name recognition. And when 
players get a taste of Wolfenstein 
3-D, many will be ready to shell 
out the bucks to own the com- 
plete version. 

Escape from Wolfenstein, 
the shareware installment of 
Wolfenstein 3-D, is an updated 
version of the old classic Castle 
Wolfenstein. You're William J. 


"B.J." Blazkowicz, an Ameri- 
can spy being held prisoner by 
the Germans in Castle 
Wolfenstein. After subduing a 
guard, you have only a pistol 
and your wits to help you es- 
cape your captivity. You of 
course pick up firepower along 
the way, in addition to first- 
aid kits and food that repair 
any damage you've taken. 

When we say you are B.J. 
Blazkowicz, we mean it. The 
first-person perspective is 
fantastic — you see your 
clenched hands holding a 
knife, pistol, burp gun, or ma- 
chine gun as you sneak up on 
guards or mow down a line of 
SS officers. And this isn't the 
sanitized mayhem of past 
video games. Each hit is ac- 


companied with a spurt of 
blood and a digitized cry of 
anguish (the SS guards scream 
"Mein Lebenl" when shot), and 
instead of disappearing, the 
bodies lie in a crimson pool. Id 
Software, developers of the 
game, have rated the game PC- 
13 (PC standing for "profound 
carnage") on the basis that the 
violence here is no worse than 
what you'd find in a movie 
rated PG-13. 

Id has done almost every- 
thing right for this style of 
game. There are plenty of se- 
cret rooms holding treasure 
and equipment; the guards are 
intelligent, avoiding the pat- 
terned movement of en- 
emies found in almost 
every video game; and all 
game functions, from 
loading games to system 
configuration, are han- 
dled neatly and quickly. 

The realistic motion 
from the 3-D perspective 
is fantastic on a 386/25, 
but players with slower 
machines can shrink the 
viewing window if things get 
choppy. CompuServe has re- 
moved this first installment 
due to objections by German 
officials (the numerous Nazi 
icons and images in the game 
are verboten in Germany), so 
players interested in this ac- 
tion-packed shooter need to 
call 1-800-GAME123 for more 
info. 


— Stephen Poole 



Even if you've played 
this game, you'll pro- 
bably want to take 
another look at the 
updated version of 
Quest for Glory I: So 
You Want to Be a Hero, 
the first chapter in 
what is arguably 
Sierra's best series of 
graphic adventures. 

Its VGA graphics 
make it look better than ever, 
with larger characters, more 
intricate rooms, and closeups 
that use claymation. Of course, 
it also employs Sierra's new 
icon-driven interface, a pro or 
con depending on your im- 
pression of the old text inter- 
face. 

Unlike many adventures 
that you play once and stick on 
a shelf, Quest for Glory is de- 
signed for repeat play. The plot 
of the story doesn't change 
from game to game, but cer- 
tain aspects vary depending 
on the character you choose to 
play as — fighter, magician, or 
thief. In other words, you can 
play Quest for Glory three times 
and always find new chal- 
lenges. You can also save your 
characters to use in Quest for 


Glory II: Trial by Fire and the 
upcoming QGIII: Wages of War. 

The game is set in Spiel- 
burg, a land beset with mis- 
fortune. Not only is Spielburg 
besieged by a band of ruthless 
brigands, but the baron (Stefan 
von Spielburg, naturally) has 
also lost his son, daughter, and 
court jester to the enchantment 
of the evil Baba Yaga. These 
people sorely need a hero. 
Luckily, you wander down 
Main Street at just the right 
time. 

So You Want to Be a Hero is 
a great game, filled with mythic 
figures, intricate puzzles, and 
fast action. And now that it 
looks better than ever, you're 
sure to be hooked. 

— Leslie Mizell 
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The Middle East tinder- 
I box exploded in 1991. The 

f world wdtchedAe fury of 

I Vstredking bombers and' 

| mighty tanks etch lines in 
J the sand. 

} Now you command 

high-tech firepower across 
f the sub-continent — from 
i ; Libya to Iran and -from 
f . Turkey to Saudi Argbia I 
I A LINE IN THE SAND'" 


computer game of real 
and potential wars in the 
Middle East. Up to six >' 


©;• diplomatic scenarios. -/ Vi 
•5 Each scenario hos its 
f own rules and sea-land-air 
§v . weapon systems. Deploy 

f 'j upits across the Middle ,i- 
East. Then, attack enemy 
I forces and capture cities, 
S', airfields, chemical and 


You'll never know who is 


! < : 


someone declares victory! 

Game ployTs easy and 
fun, with colorful graphics 


strategy. Or; uSe all the 
options for 6-1 5 hours of 


§ scenarios, optional- rules 
| -and War Aims mean no 


■ so many answers to the 


TO ORDfR: Visit your retailer 
or coll the Si Direct Sales Dept: 
(408) 737-6800. Or write: SSI, 
675 Almonor Ave., Suite 201, 

SSI's complete product catalog, 
send $1.00 to the same address. 


.SCREEN DISPLAYS: 

;IBM .16-color YGA.. 

•A LINE. IN THE SANQ and the 
TSR lo'go a rd trademarks 
■ ownedby and used under 
■ ___ license from 


TWT5T layer: Israe 
Your War Ain Is: 
Ancient Israel 


ayer 


Allies Attack Phase 


k*, Strategic -Pf 
' Simulations, 
foc.-Att rights 


A historical scenario showing Coalition Forces The diplomatic situation in the h\ 
l reparmg to invade Iraq and liberate Kuwait "Holy War' scenario. 




DON’T WASTE 
YOUR 

SOUND CARD 
ON INFERIOR 
SPEAKERS. 



NICK’S PICKS — 
LEISURE SUIT LARRY’S CASINO 



Everyone knows computer speak- 
ers are somewhat less than high-tech. 
And your clock radio sounds better 
than most add-on speakers. 

So get the new Powered Partner® 
42 speakers from AR® 

they're the highest fidelity speak- 
ers you can get with built-in amps 
under $200. 

The superior sound you’ll get out 
of your computer will be worthy of the 
sound card you invested in. Especially 
for MIDI applications. 


AR is the onl y s peaker com pany to be 
named a 1992 WINDOWS 100 WINNER 
by “Windows” Computer Magazine. 


Powered Partner 42 Specifications 

• Compact, powered near-field speaker system 

• Full magnetic shielding for data safety and 
no screen interference 

• Volume and tone controls for custom sound 
preference 

• Dual high-efficiency drivers 

• High power, high-efficiency amplifiers with 
onboard active response shaping 

• Acoustically inert, molded enclosure 

• Available in computer gray 

• External power supply (110V or 230V) 

• Omnimount™ compatible 

For a dealer near you, 
call 1-800-969-AR4U. 

In Canada, call Precor at 1-800-268-1172. 



Superior Sound Simplified 



One of the fun things about 
many of Sierra's adventure 
games is the inclusion of ar- 
cade or board game interludes 
— flying a hovercraft and 
playing the slots in Space Quest 
I, trying your hand at archery 
or learning Nine Men's Morris 
in Conquests of the Longbow, or 
mud- wrestling and anteing up 
for a few hands of video poker 
in Leisure Suit Larry V. 

Sierra has apparently re- 
alized this, for they've just 
come out with Nick's Picks, a 
new line of low-priced ($9.95) 
packages that combine the 
various arcade and board or 



Lo®n Status: 


ms available: 10 
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card game segments from best- 
selling series like Space Quest, 
Leisure Suit Larry, Laura Bow, 
and King's Quest. 

Leisure Suit Larry's Casino, 
the debut in the series, includes 
three time-honored casino fa- 


vorites: slots, video poker, and 
blackjack. You enter the casino 
(alone — there is no two-player 
option) with $100, but if you 
hit a losing streak you can al- 
ways ask the "loan shark" for 
another C-note to continue 
playing. 

Rules for each game aren't 
included — not a drawback 
when it comes to slots and 
video poker, which are very 
simple to play. But a short 
primer on some of blackjack's 
finer points would be helpful; 
while everyone knows the ob- 
ject is to get as close to 21 as 
possible, an explanation of 
splitting, doubling down, and 
buying insurance would help 
novice players get into the 
swing of things. 

The interface and cartoon- 
ish graphics for each game are 
lifted straight from the VGA 
versions of Space Quest I and 
Leisure Suit Larry I, as well as 
Leisure Suit Larry V. The 
lounge-lizard soundtrack is 
amusing but unobtrusive, 
probably contributing more 
than the interface to a feeling 
of being in a casino. 

There are only four game 
screens in Larry's Casino — but 
you can’t really expect a smor- 
gasbord of visual variety at this 
price. Though the redraw time 
on a 386SX is just a bit slow, the 
program will make use of any 
extended memory to speed 
things up. 

You won't learn anything 
about these three games by 
picking up Larry's Casino, but 
they do offer a quick dose of 
gambling action that's easy to 
play and fun to look at. 

— Stephen Poole 


© 1992 Acoustic Research, a division of IJI. 










The first continuous-movement, 
3D-dungeon, action fantasy! 




It's a proven hit! 


“ Ultima Underworld is the premier 
dungeon game ever made , period. 
Excellent, without equal. ” 

(Computer Game Review) 


“ The dirt looks dirty and the marble is 
cold and hard to the touch. Realism is the 
keynote to this dungeon. Underworld 
appeals to gamers who want an extra 
dose of virtual reality and who relish the 
exploration of a new, magical universe. ” 

(PCGames) 


“ Tiptoes right along the edge of virtual reality. 

Get a taste of what the future has to offer. ” 

(Atlanta Constitution) 


“The 3D perspective lends an element of virtual reality not 
seen in other first-person adventures. A rich texture of 
character and story detail combine to keep a determined adven- 
turer involved for hours. ” 

(Los Angeles Times) 


“This is the nearest anyone anyone could get to going down a 
medieval dungeon without wearing a cast-iron codpiece and 
doing it for real. A masterpiece. ” 

(England’s Ace Magazine) 


Now available on all popular MS-DOS disk formats including CD-ROM! 



Visit your favorite 
software retailer or call 
1 - 800 - 999-4939 
for MC/VISA. 


© Copyright 1992 ORIGIN Systems, Inc. 
Ultima is a registered trademark of Richard 
Garriott. Underworld and the distinctive 
ORIGIN logo are trademarks of ORIGIN 
Systems, Inc. We create worlds is a regis- 
tered trademark of ORIGIN Systems, Inc. 
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verything you've ever thought 
about computer games is about 
to change. Put aside your pre- 
conceptions, forget about those 
little figures or digitized cre- 
ations that plod through so 
many adventure games, and 
cast away your worries about 
hare' ’ ' ' 

f space. This 
Halloween, 

Trilobyte, 
spearheaded 
by the cre- 
ative trio of 
artist Rob 
Landeros, 
programmer 
Graeme Devine, and author 
Matthew Costello, will release 
The 7th Guest through software 
publisher Virgin Games — a 


two-CD, one-gigabyte monster into which the three have packed two 
years' work, a half-million dollars, and several lifetimes of experience. 

Folks, you ain't seen nothin' like this. 

The hype machine has been working overtime for almost a 
year on this one, but for a change all the attention seems warranted. 
Landeros and Devine, two former members of Virgin Software's 
research and development team, left Virgin and founded Trilobyte 
two years ago, putting them at the forefront of the move to use the 

massive storage space and qual- 
ity afforded by CD-ROM tech- 
nology to design state-of-the art 
entertainment software. In those 
two years, they have pushed the 
technological envelope even fur- 
ther to create the most powerful 
computer game to date. 

In an interview conducted 
with Rob and Graeme from their 
Oregon offices, they discussed leaving Virgin to strike out on their 
own. Graeme recalls the decision: 'Virgin started to go in the direction 
of cartridge games, and Rob and I thought that our futures weren't tied 
to these 8-bit or 16-bit cartridges. CD-ROMs were in our future. 
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"We were going around from conference to conference explor- 
ing this new technology/' Rob adds, "and we felt that if we were 
recommending that Virgin get into this area, we should be able to 
come up with some good reason for them to, some good design that 
we felt optimized this technology." 

It was while coming back from one of those conferences that 
they hituponadirectionthatwould eventually lead to The 7 th Guest. 
It began, Graeme says, with them discussing "an interactive version 
of "Twin Peaks," just based around the one episode that had been 
shown. Then we moved on to an idea for doing a David Lynch-like 
version of Clue, involving an 
interactive house with a mur- 
der taking place in it. The next 
step was horror." 

They came up with the 
central idea of a strange house 
built by a toymaker, and then 
went looking for a writer. Rob 
came across the name of hor- 
ror novelist and journalist 
Matthew Costello on the 
GEnie network, and con- 
tacted him. Costello, author of several highly acclaimed horror 
novels (Darkborn, Beneath Still Waters, etc.), was also a well-known 
game reviewer, as well as the designer of several board and role- 
playing games. Graeme says, "We presented the basic story to Matt, 

and he made it 
into a larger 
story, built the 
characters and 
the script. He 
created it out of 
what was really 
justasketch. We 
were anxious 
that the inter- 
face be very, very closed. One that would work as a computer 
environment. That's what he gave us. One of our luckiest breaks 
was coming across Matthew Costello. We encouraged Matt to script 
with no concern for how it would be executed, and thab s what he did." 


For his part, Costello was 
thrilled to be involved with the 
project. "One of my dreams was 
to do a horror computer game 
because I didn't think it had 
been done, and up until this 
date it still hasn't been done. I 
mean a game that was actually 
scary. When I got involved, I 
had no idea of the scope of the 
project. At that time they didn't 
have any mechanics in place. 
They basically opened the door 
and said What do you want to 
do?' I was looking for specific 
directions, whereas they 
wanted me to bring the full 
brunt of my creativity to this. 
That caught me off guard be- 
cause I didn't expect to have 
that much latitude." 

Matt's first step was to 
write a story detailing the house, 
its past, present, and future 
(time is a variable in The 7th 
Guest), and what was to hap- 
pen. When he was done, he had 
an 81-page novella, which he 
then turned into a script. Upon 
entering the house in the game, 
you see this story unfold in a 
series of animation sequences. 

Costello's plot centers 
around Henry Stauf, a small- 
time crook and hoodlum who 
finally hits rock bottom. Shortly 
after one of his crimes, he has a 
vision of a carved doll with an 
extraordinary face, and be- 
comes so obsessed that he carves 
a duplicate of the image. Down 


on his luck, he rolls into a local 
bar, doll in hand. Everyone is 
immediately struck by the doll. 
The bartender asks to buy it 
for his daughter, which leads 
Stauf to making similar items 
for other people. 

Stauf has more visions, 
seeing intricate puzzles and 
other strange things. He devel- 
ops a reputation as a wonder- 
fully gifted toymaker, and his 
growing sales pave the way for 
an incredible success story. 
Stauf is now a mover and 
shaker, with a chain of toy stores 
and his name on the lips of chil- 
dren everywhere. It's then that 
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ADVANCED DUNGEONS & DRAGONS, AD&D, DARK 
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HARSH NEW WORLD! 
HOT NEW ENGINE! 

Are you ready to play like never before? 






to take a quantum leap in computer AD&D® role-playing — on the 
most successful new fantasy world ever launched: the DARK SUN” game 
world! Shattered Lands, first in this next generation of adventuring, delivers 
state-of-the-art technology, unrivaled game design and an intricate storyline. 

HARSH NEW WORLD. Unleash your imagination on a brutal, savage world, 
sun-scorched and wind-scraped. Create a party from all-new races with higher levels 
and multiple classes. Then embark on the most spectacular AD&D journey ever! 

FULL-SCREEN GRAPHICS, SUPERB MUSIC AND SOUND EFFECTS. 

Imagine your entire screen filled with spectacular graphics and cinematics. 

The action is continuous, the suspense and drama unbroken — you 
never leave the screen to go into another mode for combat, inventory or 

conversation. Add the splendid music score 
and sound effects and the DARK SUN 
game world truly comes alive! 

FULL BLOWN 16-BIT ENGINE 

Designed to take full advantage of power- 
ful 16 -bit computers, the game features 
incredibly smooth animation and game 
play. Your party moves realistically across 
the screen. Pick up and examine objects, 
interact with the physical surroundings, 
converse with characters, battle monsters 
— all with richness in detail and realism 
like never before! 




IBM • Amiga • Macintosh 

Clue Book 
available! 


Screens shown: 256-color IBM VGA. 


POIMT-AND-CUCK interface. 

You do everything using your mouse for 
the quickest, easiest game play ever! 

Shattered Lands. The next generation 
of AD&D role-playing adventures! 

TO ORDER BY VISA/MC: call 1-800-245-4525 (in USA & Canada). 

To receive SSI’s complete product catalog, send $1.00 to: 

SSI, 675 Almanor Avenue, Suite 201, Sunnyvale, CA 94086. 
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he starts seeing visions of an 
extremely bizarre house, almost 
like one of his puzzle creations. 
As with the image of the doll, 
he's compelled to build the 
house — as soon as it's com- 
pleted, strange things start hap- 
pening. Children throughout 
the town start getting sick. A 
little girl dies with a Henry Stauf 
doll clutched in her hand. 

Shortly thereafter Stauf 
closes all his toy stores and seals 
himself up in his mansion, and 
it's here — during Depression- 
era America, and after the 
deaths of many of the town's 
children — that the game proper 
begins. Six guests are invited to 
the mansion, and they accept 
with the hope that Henry Stauf 
will fulfill their dreams. The 
object of the party is to enter this 
puzzle house and solve the 
puzzles that Stauf lays before 
them. What they don't know is 
that there is another guest, one 
that' s the key to a puzzle that is 
beyond theirimaginations. When 
they solve that puzzle, they dis- 
cover the true nature of Henry 
Stauf, his visions, and his house. 

"You travel through the 
game as yourself," Costello 
points out. "We call it 'The 
Ego.' You don't know why 
you're in this house. You don't 
know how you got in. You 
don't know how to get out. 
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And you're not so sure what 
you're supposed to do while 
you're there. You see the other 
guests, but they can't see or 
interact with you until very 
late in the game. You are try- 
ing to learn the story of what 
happened to these guests; to 
piece together Stauf's plan and 
to discover what your role is 
in it." 

He describes 7th Guest as 
"an interconnected script 
based on triggers: what you 
click on, what you do, which 
puzzle you solve, whether you 
come back to a room you've 
already visited. There's an in- 


tricate web of scenes in this 100-page script. There's definitely 
more than one ending. Of course, there's a preferred ending! 
Technically, in the course of exploring the house, I don't believe 
there's a danger of you dying. There's a danger of other things 
happening to you that may stretch your sanity a bit, but dying is 
not one of them. As you come to the climax, there is more than 
one possibility. There are many layers, many things happening." 

Matt has been like a mine of ideas," Devine is quick to 
acknowledge. "If we had worked with someone with preconcep- 
tions of what we can and can't do, they'd be working within those 
preconceptions, instead of saying, 'Well, why can't you have this.' 
Then we can look at new ways of doing it. That's probably the 
biggest contribution Matthew could have offered us." 

For Costello's part, he describes it as "the best creative experi- 
ence of my lifetime. It would probably be enough for a lifetime. To 
be given that much freedom and to work that closely with people 
who are going to do something remarkable is an incredible gift to 
me. I think it's going to usher in the age of the writer in the computer 
game. At the time I was doing it, I had no idea that the project -- due 
to the efforts of Trilobyte -- was going to be ground-breaking. I had 
no pressure. I just got into it and did it. They didn't put any limits 
on what I wrote." 

Though the atmosphere is one of classic Gothic horror, the 
game also shades into the realms of fantasy and science-fiction. You 
travel throughout the 32 locations in the Stauf house, seeing every- 
thing as it should appear, and once you're in the house you're in for 
good. Images from the past may appear randomly, while others 
will be released when you solve Mr. Stauf s various puzzles, which 
fill nearly every 
corner of the 
house. There are 
no icons, no in- 
ventory, button 
bars or dialogue 
boxes. 

"Each puzzle 
works within the 
environment,' 


Graeme says, "without having an iconized interface come up, 
without requiring you to use that piece of wire you passed by six 
screens back and might not have seen." 

Rob adds, "We tried to make it as 'non-computer' as possible. 
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We envisioned it as playing on television somewhere down the 
road, almost like a touch screen, except with a mouse. It could be 
sent right into your living room." 

The first CD contains the introduction drama and the house, 
and the second contains the house, the dramatic climax, and the 
ending. Only one disk switch will be necessary. 

Even with CD-ROM sales building, one has to wonder why the 
Trilobyte team chose such a hardware-intensive game for their first 
project. Devine's logic is simple: "We believe that Guest will last more 
than the six months that a normal title lasts. The hardware is 
definitely moving towards a time 
when it will be able to support 
products like The 7th Guest more 
and more. Maybe threeyearsdown 
theroad7f/zGwesfwiEstfflbearound 
on a new mass-memory architec- 
ture and still be working well. We 
tried to position ourselves at the 
cutting edge, where the software 
will last a long time." 

Landeros adds, "We try to 
develop a year ahead of what we 
project will be around by the time 
we finish the product." 

Everything Trilobyte did on this project required new tech- 
niques: the full-motion video on CD-ROM, the rendering soft- 
ware, the cleanup of the digitized actors . "When we first got around 
to cleaning up the actors," Devine says, "people said ‘How many 

frames?' and just 
laughed and 
went away. We 
said we were 
doing full-mo- 
tion video, and 
the people at 
Microsoft just 
said 'You're do- 
ing what?' and 
laughed and went away. Now they're not laughing." 

"Actually," Landeros acknowledges, "our peers have derided 
us for making false claims early on, saying that we couldn't do it. I 
guess we'll see, won't we?" 


The actors appearing in The 
7th Guest were shot against blue 
screen by a professional pro- 
duction company, hired spe- 
cifically for the task. Trilobyte 
then digitized the video frame 
by frame, putting it through one 
of their special tools to take the 
blue out. The images are then 
composited against computer- 
rendered background. The en- 
tire process of removing the blue 
and cleaning up the video are 
completely automated. 

Though The 7th Guest will 
debut on PC, they intend to re- 
lease it on multiple platforms as 
soon as possible. "Part of the 
theory behind Trilobyte," 
Graeme says, "was that we 
didn't want to be limited to PC 
only. So everything we gener- 
ate here is 24-bits-per-pixel, and 
all the sound is CD-quality. We 
have converters that mash that 
down to the various platforms. 
In the case of the PC, down to 
super VGA. That can then be 
mashed down to any other for- 
mat." 

The format of the anima- 
tion playback system, Rob says, 
"is unique, and Graeme designed 
it so that it would go across the 
various platforms. We've de- 
signed ours for easy transport- 
ability . We want to get on as many 
as systems as possible." 

The PC version of The 7th 


Guest requires standard MPC 
technology, and though the 
game can be played with as 
little as 1 meg of RAM, more is 
highly recommended. 

This Halloween, gamers 
will be able to see for them- 
selves what Bill Gates has called 
"the new standard in Multime- 
dia Entertainment." 

Stay tuned. 
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N o one has ever pegged 
Electronic Arts as a 
leader in graphic-ad- 
venture games, and for one 
good reason. They've never 
published one — until now. If 
The Lost Files of Sherlock Holmes 
is any indication of what EA 
can do with graphic adventures, 
then bring on the games. 

Holmes is, without ques- 
tion, a superb game. It's not 
only a visual dazzler, but is also 
one of those rare games that can 
lure the uninitiated into buying 
a computer system. The inter- 
face is smooth and intuitive, the 
storyline is compelling, and the 
sound, music, digitized speech, 
and beautifully rendered 
screens are outstanding. Doyle 
would be proud. 



A rainy, foggy London 
in November, 1888, 
sets the stage for the 
game — Jack the 
Ripper is on the loose. 


LANCE ELKO 


E A will likely get some flak 
over the size of the game — it 
will eat up 29 megabytes of 
hard-drive space, although you 
can opt for a 15-meg installa- 
tion if you're willing to sacrifice 
a little downtime during play. 
But after just a few minutes into 
Holmes, I had no qualms with 
the demand of nearly a quarter 
of my hard-drive space. I was 
so enamored, in fact, that I was 
almost ready to yield my entire 
hard drive if asked. 

With 50-plus game loca- 
tions, each rendered in 256-color 
VGA graphics (the only graph- 
ics mode supported), charm- 
ing animation, and speech with 
authentic British accents. 
Holmes offers a great deal of 
entertainment value. The de- 
signers obviously spent extra 
effort in creating an accurate 


historical context, some of 
which will be especially appre- 
ciated if you, like myself, have 
more than a passing interest in 
Holmes and V ictorian England . 
For example, an Australian 
voice-over actor was used for 
Watson's voice because Watson 
hailed from Australia. Many 
dozens of objects placed 
throughout the game have no 
relation to solving any myster- 
ies; instead, they offer fascinat- 
ing insights into everyday Vic- 
torian life. 

Holmes is not a real-time 
game — you can proceed at your 
leisure, saving as you go. Neither 


is it perfectly linear. An E A staffer 
noted that we had approached 
the game in a way that many of 
their testers had not. Players may 
follow clues in a different se- 
quence, but eventually everyone 
will have to travel the same path, 
visit the same locations, and dis- 
cover the same clues. 

You can mentally note 
your progress by the number of 
locations you visit. After you've 
visited, say, ten sites, you know 
you have a long way to go. Vet- 
eran graphic adventurers are 
looking at approximately 30 
hours of play time, while others 
may require more than 50. 


SHERLOCK HOLMES 
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Pilot 42,000 tons of steel 
with big guns blazing! 







W hen you want 
an advanced 
simulator 
with real power, play 
GREAT NAVAL BATTLES™: 

North Atlantic 1939-43. 

Its state-of-the-art 
graphics and animation 
put you on the bridge of the great German or British battle- 
ships and cruisers of World War II. 

Choose the CAPTAIN’S VIEW and steer majestic ships like 
the HMS Hood ; go to full power and watch the action 

on the screen as 42,000 
tons of steel respond to 
your command. Listen 
as dramatic sound 
effects re-create the 
roar of guns as you fire 
them. Watch the shells 
splash in the distance 
or explode on target. 

See the flash of 
enemy guns and feel your 
ship vibrate as she’s hit. 
Take command even 
through the toughest 
North Atlantic storms! 

You can also watch 
the action from 

the FLEET VIEW, an eagle’s-eye look of the individual 
ships of a task force, or the GRAND ADMIRAL VIEW, 
a strategic display of your entire navy and all visible 
enemy vessels on a map of the North Atlantic. 

Fight the entire campaign, mini-campaigns or 
individual battles as the British navy seeks to protect 

her transport 
ships from German 
predators. All the action 
happens in real time or 
you can compress the 
scale. There’s even an 
instant replay feature. 


This advanced 

also boasts the dedicated attention to 
accuracy and detail for which SSI is renowned: extensive 
online ship data and specifications; detailed damage report by 

deck; even stunning cinematics 
to heighten the historical drama. 


GREAT NAVAL BATTLES. 
Awesome simulator . 
Incredible simulation . 


TO ORDER: Visit your retailer or call 
1 - 800 - 245-4525 (in USA & Canada) 
with VISA or MC. 

To receive SSI’s complete product 
catalog, send $1.00 to: SSI, 675 Almanor 
Ave„ Suite 201, Sunnyvale, CA 94086. 

©1992 
Strategic 
Simulations, 

Inc. All 
rights 
reserved. 


IBM 

256-color 

VGA 

screens. 


STRATEGIC SIMULATIONS, INC.® 
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You witness thebrutal murder of actress Sarah Carroway There s not much to be gained by a visit to Madame Rosa, but 

at the rear entrance of the Regency Theater. The shadowy, a return visit late in the game can reward you with a big payoff. 


retreating figure is presumably The Rij 

As in any graphic adven- 
ture or Sherlock Holmes story, 
the game has its share of red 
herrings, blind alleys, and ob- 
lique leads. Some objects are 
hard to find and even more dif- 
ficult to figure out ho w to use — 


a word-for-word recount of the 
game's events up to your cur- 
rent place). 

A word to the wise: Look 
carefully in every game loca- 
tion, and if something doesn't 
seem to work with one com- 


The Baker Street residence is 
comfortable. Note the lab table in the 
far right corner of the room — you'll 
need to do some analysis here later. 


The rugby coach at South Kensington 
Field can be rude and unsympathetic 
if you haven't done your homework. 

Also, certain clues will send 
you back to locations you think 
you've scoured. Plan on repeat 
visits to certain sites, especially 
if you've received new infor- 
mation or clues since your last 
visit — you may have tripped a 
logic flag in the game's design 
that can, for example, offer a 
new line of questioning to some- 


221B Baker Street, a 
familiar sight through- 
out the game. Jonas, the 
newsstand operator, 
and young Wiggins, 
chasing a wind-blown 
pound note, can be of 
great assistance later 
in the game. 


Holmes and Watson engage in some lively conversation 
before embarking on the case. This segment is laced with 
digitized speech. 


but not unreasonably so. Holmes 
is a game with a fine sense of 
balance — the nuance in con- 
versations with Watson and 
other characters sometimes 
provides enough impetus to 
shift your thought into another 
mode of approach. All of the clue 
components connect very well. 

The interface is of the tra- 
ditional point-and-click variety, 
strongly resembling Lucas Arts' 
interface rather than, say, Sierra's. 
When you're in a location, a 
twelve-button 
panel sits below 
the game screen. 
Here you can 
Look, Move, 
Talk, Pick Up, 
Open, Close, 
Use,orGive,and 
you can access 
Inventory, Files 
(for loading, sav- 
ing, and quitting 
the game). Set 
Up, and Journal 
(Watson'sDiary, 
which serves as 


At the Moongate Pub, you won't get any information unless you can beat the 
patrons and the publican at a game of darts. 

mand, try another. Atone point, 

I was banging my head on the 
wall until I realized I needed 
Use instead of Pick Up. Exhaust 
your options before giving up. 


The dart game is the only hand-eye 
challenge in Holmes. Stay sharp, for 
each opponent is better than the last. 


Holmes gets very little from LeStrade 
at Scotland Yard. The desk sergeant, 
though, can grant a favor or two. 

one with whom you thought you 
had finished talking. 

Game play is broken up in 
several places by animated in- 
terludes whenever you've 
made a significant break- 
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Quantum Quality Productions. Inc 


The greatest collection of 
solitaire games ever! In addition 
to the 105 individual games, 
there are tournaments, quests 
and cross country journeys for a 
lifetime of gaming entertainment. 
"Solitaire's Journey" ranges from 
the simple and easy all the way 
up to the strategic and 
challenging. 


105 SOLITAIRE GAMES 
(Most of the world's best) 
TOURNAMENT PLAY 
(Set tournaments or create your own) 

4 INTRIGUING QUESTS. 

SEVERAL CROSS-COUNTRY TOURING 
COMPETITIONS. 

COMPLETE HISTORY AND OVERALL 
AVERAGES FOR EACH GAME 


The "Solitaire's Journey" computer 
game is IBM PC and soon to be 
Amiga compatible. It can be 
obtained through your favorite 
retailer or ordered direct by calling: 
1-908-788-2799 
©1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 

Amiga is a trademark of Commordore. 
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If you want to get up to the balcony to check out a 
performance at the Chancery Opera House, you 'll need the 
right tickets in your inventory. 



You'll need to visit the Bow Street Police Court to interrogate 
these two suspects. Don't expect to get past the guard, 
however, without a note from Scotland Yard. 


through. These are a delight, 
providing a cinematic recess 
from the point-and-click rou- 
tine. Also of note is the fine 
soundtrack, courtesy of veteran 
Rob Hubbard. If you play 
Holmes without a sound card 



The lonely boy at the schoolyard is a key to the game, but getting 
what you need from him is a game in itself. Maybe Wiggins can help. 



Pay a visit to the flat of Sarah Carroway, the hapless 
murder victim. And look around carefully (the umbrella 
could hold an important clue). 


(all major models are sup- 
ported), you'll miss not only 
speech, but also some riveting 
musical sequences that provide 
the appropriate ambience for 
the game segment you're in. A 
number of uptempo pieces in 
the faster-paced second half of 
the game practically urge you 
to action — Quick! Get through 
that door any way you can! 

Surprisingly, 
Holmes is the first 
effort of its de- 
signer, R.J. Berg, 
head of EA's docu- 
mentation group. 
The programming 
and art were done 
outside of EA by 
Mythos Software. 
After experiencing 
Holmes, you might 
think that the game 
was created by a 
veteran, award- 
winning team. 


Considering if s Berg' s debut as a 
designer. Holmes is an even more 
astonishing achievement. 

At game's end, Holmes 
and Watson return to Baker 
Street for a little chat. In the 
conversation. Holmes makes a 



The scrolling map of London with the 
River Thames shows locations you've 
visited — here Holmes embarks on a 
return visit to Scotland Yard. 


-Jou'rV. u- biqqer foot than l thought. 


Holmes and Watson are just about to 
arrive on the scene — just in time to 
witness a murder and put the killer 
behind bars. 

not-so-subtle suggestion that an- 
other challenge lies ahead. When 
we asked EA about this, they 
wouldn't confirm another title, 
but they did note that a publisher 



Another brutal murder, this time at the London Zoological Gardens. Note that 
Holmes has his magnifying glass on the victim to find out how he died. Inspector 


Gregson of the Yard is little help. 



Make it this far, and you've nearly 
solved the case. A look in the window 
tells you all you need to know. Here's 
hoping you've done a thorough job 
picking up objects early in the game. 


doesn't go to the trouble and ex- 
pense of developing a huge en- 
gine for a game like this without 
having some future plans. So be 
it. Bring on the games! 

GP 


Hardware requirements: 640K 
RAM; 286 or better (386 or 486 
recommended); 256-color VGA 
graphics; hard drive; supports all 
major sound cards (sound card 
recommended); supports mouse 
(recommended). 
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The Coffee Break Series" 

COMPUTER GAMES 

for IBM” PC & Compatibles 
from Villa Crespo 

1725 McGovern Street • Highland Park, IL 60035 • 708-433-0500 


FUN TO PLAY by yourself or with friends. 

ENTERTAINING play for minutes or hours. Addictive! 
EASY TO USE play from diskette or hard disk. 
GREAT GRAPHICS supports most graphics formats. 

AFFORDABLE ...but high quality! 

DUAL PACKED 5.25” plus 3.5" disks. 








ALTERNATE LIVES 


TRAZERE: A MOST WORTHY QUEST 


NEIL RANDALL 




I f you're getting a little tired 
of the first-person view- 
point so popular in today's 
dungeon-oriented role- 
playing games. The Four 
Crystals of Trazere, from 
Mindscape via The Software 
Toolworks, might be just the 
thing for you. Its top-down, 
three-quarter perspective re- 
sembles the viewpoint in 
Populous and Shadow Sorcerer, 
and game play will remind you 
of the latter title. That's reason 
enough to see what this game 
has to offer. 

Right from the start, the 
designers are determined to 
avoid some of role-playing's 
more complex and time-con- 
suming conventions. You be- 
gin by creating a party of ad- 
venturers, but your options are 
limited to save time. One char- 
acter is a berserker (fighter in 
other RPGs), one a troubadour 
(bard), one an assassin, and 
the fourth a runemaster 
(mage). You needn't worry 
about character race or charac- 
ter class, nor about which spells 
to memorize or skills to en- 
hance. You have the choice of 
picking a character's name, as 
well as his or her gender, but if 
you accept the defaults, you'll 


be playing in a matter of sec- 
onds. 

Trazere takes place both 
outdoors and inside dungeons. 
On the outdoor map your party 
is represented by a banner, 
which you move from place to 
place by clicking on your de- 
sired destination. Whenever 
you enter a town or other lo- 
cation you have several op- 
tions, including purchasing 
items, gathering information, 
obtaining horses, visiting the 
guild, and so forth. 

Your's isn't the only ban- 
ner moving around the map. 
The blue ones are your allies, 
the red ones the would-be de- 
stroyers of the land of Trazere. 
At some point your banner will 
meet an enemy banner, and 
you'll find yourself engaged 
in very difficult combat, 
something to be avoided until 
you're extremely well-ad- 
vanced. (The real-time nature 
of the conflict, by the way, is 
displayed on the outdoor map 
with a very clever graphic 
showing an animated sun and 
moon.) 

Most of the game, though, 
takes place in the dungeons. 
Here you see an oblique, 3-D 
portrayal of the room the party 
is in, with doors or paths as 
exits. To move, just click on 
whichever character you want 
to be your leader, then click on 
the square you want him/her 
to move to. To go through a 


door, click on the dark square 
behind the door. To open a 
chest, click on Open from the 
menu, then click on the chest. 
To ready items such as keys 
and wands, click on the knap- 
sack icon, then on the item, 
then on the Ready icon. The 
item will appear on the dun- 
geon screen as ready in the 
character's left hand. Keyboard 
equivalents for all commands 
are available. 

Combat occurs whenever 
you meet another person or 
thing in the dungeon (unfor- 
tunately, there are no encoun- 
ters with good guys down 
here). To enter combat mode, 
click on the weapon icon, then 
on the Rally icon (a raised fist) 
if you want all characters to 
join battle. There's no need to 
direct each character once a 
battle begins; they'll move and 
fight on their own. 

Controlling your rune- 
master takes a little practice. 
First, you have to create spells 
to cast, and it's here that T razere 
really shines. From the dun- 
geon screen you click on the 
runemaster's mixing bowl, 



then add the ingredients and 
stir. If the ingredients are cor- 
rect, you'll have a working 
spell. The truly fun part is fig- 
uring out how to create each 
spell, and what effects the 
spells are going to have. Once 
in combat, you specify which 
spell to cast by pressing the 
number key corresponding to 
the spell, then selecting the 
target square. 

Trazere is a visual feast. 
The animation of the characters 
is fast and smooth (though it 
would be nice if they'd get out 
of each other's way more eas- 
ily), and the rooms and items 
are realistically proportioned. 
Sometimes when you enter a 
room, the doors will open and 
enemies will come in, but you 
can guard against this by using 
the classic technique of block- 
ing the door — a nice touch 
that's representative of the care 
that went into designing a 
fantasy world that's "realistic" 
enough to fully draw you into 
the quest. 

The Four Crystals of Trazere 
is a great example of a fantasy 
RPG that really works. It's 
clever, and it has a great deal to 
offer anyone willing to take 
the time to master its gaming 
system. 
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Against All. Odds 




"To TAKE ON TODAY’S HEAVY ARTILLERY, YOU NEED ALL THE HELP YOU CAN GET ENTER THE GRAVIS PC GAMEPAD” 
THE TURBO-FIRE GAMEPAD THAT REALLY CREAMS THE COMPETITION. WITH BOTH RIGHT- AND LEFT-HANDED 

control. Support for four independent buttons, a removable joystick Ad\?CtnCCd 
handle. And easy to connect to any IBM-type PC game port. So get 
YOUR HANDS ON A GRAVIS PC GAMEPAD." AND GET EVEN ONCE AND FOR ALL. 


You Can Still 
Get Even. 


« 




Manufacturer s suggested retail price, $29.95. TM trademark of Advanced Gravis. Phone (604) 431-5020. 


THE 

DESKTOP GENERAL 

THEATRE OF WAR: THREE-SIXTY'S 
ARTISTIC PORTRAYAL OF CONFLICT 



War, you'll be confronted with 
a visual design quite unlike any- 
thing you've ever before seen in 
a traditional war game: a three- 
dimensional playing field, un- 
dulating like a section cut from 
a Moebius strip, checkered with 
playing squares of various 
shades, populated by sensu- 
ously rounded playing pieces, 
framed by interface "tiles" that 
look like pieces from an 
unassembled Calder mobile. 
The entire display, like every 
other screen in the game, is viv- 
idly lined in ray-traced Super- 
VGA graphics that seduce the 
eye with their richness of hue 
and crystalline clarity. One's 
first, rather stunned, impression 
is that the design team must 
have been headed by Salvador 
Dali and E.M. Escher. 

Is this a war game? 

Despite its title, this new 
Three-Sixty release probably 
won't be considered one by 
gamers who demand realistic 
topography and order-of-battle 
authenticity (although I de- 
voutly hope some of them will 


give it a try). Nevertheless, it 
should be welcomed as a land- 
mark achievement by those 
who consider chess and its de- 
rivatives to be the root-sources 
of all subsequent war games — 
in other words, by those who 
consider strategy to be a legiti- 
mate branch of the philosophi- 
cal arts. 

Theater of War is essentially 
a board game with playing 
pieces, called "warriors," whose 
most important trait is not the 
number and pattern of squares 
they can cover in a move, but 
the various actions they can 
perform (movement included). 
There is no terrain per se, but 
there are three different shades 
of playing-square, representing 
rates of movement. In some sce- 
narios, certain warriors can af- 
fect the nature of the squares 
they inhabit, either to thwart 
the enemy's movement or to 
strengthen defensive postures. 

Games are played in real 
time, not turns — the enemy, be 
it human or computer, is ad- 
vancing his strategy at the same 
time you are advancing yours. 
Beginners are advised to either 
play at the slowest speed, or 
make good use of the pause 
function. 

Each side deploys 
16 warriors per game. 

There are three "sets" 
of warriors, each 
roughly equivalent to 
a given epoch in mili- 
tary technology. The 
simplest is Medieval, 
inwhichyouonlyhave 
to worry about three 
kinds of action: sword- 
play, archery, and 
long-range catapults. The Great 
War set brings in pieces sym- 
bolic of machine guns, tanks, 
and artillery. A Contemporary 


WILLIAM R. TROTTER 

scenario (by far the most chal- 
lenging) incorporates "stealth" 
pieces, radar, missile launch- 
ers, and aircraft. 

Supply lines are factored 
in quite logically, and the battle- 
worthiness of each warrior de- 
creases with exertion, long 



marches, and rapid expenditure 
of ammunition, be it arrows, 
catapult stones, or missiles. Em- 
peror pieces can protect and 
replenish exhausted units, sup- 
ply tents, and bases. 

Units can entrench, lay or 
remove minefields, and per- 
form several other specialized 
functions whose judicious use 
can spell the difference between 
victory and defeat. Emperors 
and generals can even inspire 
their troops to greater perfor- 
mance. 

You can issue orders and 
watch the action from the 3-D 
screen, but until I started to get 
a real feel for the game, I pre- 


ferred to give orders from the 
more conventional overhead 
perspective. From that vantage 
point, the game looks comfort- 


ingly like chess. After a time, 
however, as the whole gestalt 
of the game began to sink in, I 
found myself going back to the 
perspective screen — once you 
get over the initial wooziness it 
induces, you may come to think, 
as I did, that it has a certain 
poetic charm that the more utili- 
tarian overhead screen lacks. 

All the traditional factors 
and modifiers of realistic, his- 
tory-based war games have 
been factored into Theatre of 
War, but sometimes their rep- 
resentation is quite subtle and 
cannot be detected until you 
become really familiar with the 
game. With its initially disori- 
enting graphics, and its multi- 
tude of action-options, this isn't 
a game that reveals its deepest 
pleasures on the first date. 
Happily, the documentation is 
clear and precise, and each of 
the three warrior-sets contains 
a "Sitting Duck" scenario 
which lets you gain hands-on 
familiarity against enemy war- 
riors who will defend them- 
selves, but won't attack. 

This is a truly different 
and startlingly original kind of 
war game. Once you become 
used to them, the stylized 
graphics add an element of 
pure aesthetic pleasure to the 
very act of manipulation. As 
an abstract strategy game. 
Theatre of War is exquisite in 
balance, rich in depth and 
subtlety. 

Theatre of War will obvi- 
ously not be every war-gamer's 
cup of tea, but even those who 
don't care for it will probably 
respect what its designers have 
achieved. 
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D U N E • II 

The Building of A Dynasty 



BUOED 


Control all aspects of combat and construction. 


Select and build varieties of installations. 


Acquire valuable information from your Mentat 





T here's so much talk 

nowadays of CD- 
ROM, the MPC 
standard, and mul- 
timedia that it can 
be confusing trying to figure 
out what it all means. But two 
new learning titles, The Presi- 
dents: It All Started With George 
and Science Adventure, make 
enjoying multi-media a breeze 
— and you don't even need a 
CD-ROM drive for one of 
them! 

From National Geo- 
graphic, home to miles and 
miles of some of the best video 
footage in the world, comes 
The Presidents: It All Started With 
George. Imagine an immense 
database filled with videos, 
slides, and sound-bites about 
our 40 different presidents. 
Link that database with an in- 
teractive timeline, colored 
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The Presidents: It All Started With 


George 


THE LEARNING GAME 

INTERACTIVE TOOLS ON THE CUTTING EDGE 

LESLIE EISER 


icons, news "hot spots," 
and a mouse interface, 
and you've got the basic 
idea of The Presidents. 

Best of all, the CD-ROM 
format means you don't 
even need any space on 
your hard drive to reap 
the knowledge con- 
tained here. 

Accessing the data 
bank on a particular 
president is as simple as 
selecting his name. You'll dis- 
cover a plethora of facts re- 
garding his career, presented 
in the form of a personalized 
photo album containing pic- 
tures of his wife, his vice- 
president, important events 
during his term in office, his 
children, even his favorite pets. 
Attached to each picture is a 
short description which not 
only identifies the participants, 
but often adds a humorous 
note. (DidyouknowthatTaft's 
bathtub was large enough to 
hold four ordinary men?) 
There's no way to search by 
topic, so you'll be doing a lot of 
flipping, learning all the while! 

The extensive essays on 
the lives of each of the Presi- 
dents are worthwhile reading, 
and maps of the U.S. are used 
frequently to explain and 
summarize. Video footage of 
every president since the turn 
of the century is available, 
starting with silent films and 
ending with color footage of 
George Bush giving his inau- 
gural speech in 1989. Excerpts 
from famous speeches are pro- 
vided, some taken from live 
broadcasts, others spoken by 
narrators. There's even a col- 
lection of Presidential trivia to 
examine. 

Icons on the timeline rep- 
resent important social, cul- 
tural, and political world 
happenings, as well as major 
sport figures and sample mu- 



Franklin D. Roosevelt 

”1 pledge you, 1 pledge 
myself to a new deal 
for the American 
people.”* 


32nd President, 1933-194S 

Party: 

Democratic 

Vice Pr 

»sidents: John ft 6arner 
Henry fl. Wallace 
Harry S. Truman 

A 

Only President elected to a 
3rd and 4th term 


mm 


The Presidents: 
It All Started 
With George 


sic. Also on the timeline are 
"hot spots" you can click on to 
receive pictures and / or essay s 
about important events in 
American life. Point and click 
to learn when the Ferris wheel 
was invented, to hear Martin 
Luther King, Jr.'s prophetic 
last speech, or to read about 
landmark court decisions such 
as Roe v. Wade and Marbury v. 
Madison. 

But what if you don't have 
a CD-ROM drive? You can still 
see the same quality of visual 
material with Science Adven- 
ture, the latest addition to the 
Knowledge Adventure series. 
Co-authored by the late Isaac 
Asimov, this package com- 
bines stunning VGA visuals, 
incredible sound effects (you'll 
need a sound card), and an 
unbelievable amount of qual- 
ity content. 

You'll know you've 
latched onto something unique 
right from the start: Science 
Adventure provides a tutorial 
during the 20-odd minute in- 
stallation process. Each section 
of the main menu is explained, 
and there are even interactive 
examples. If only all install 
routines were this much fun to 
use! 

The main screen is neatly 
divided into four sections. A 
large picture represents the 
current topic of interest, and a 
scrollable text window con- 
tains an essay on the topic. 


Above the text window is an 
interactive map of the world, 
with the location under dis- 
cussion highlighted. On top of 
the screen are two rows of 
buttons. Each icon in the top 
row corresponds to scientific 
disciplines ranging from 
Chemistry and Physics to 
Technology and Space, while 
the bottom row provides use- 
ful functions like help, library, 
retrace, or sound effect. 

To turn on the creative 
juices, click on the picture in 
the center of the screen. Sur- 
prising connections are used 
to bring up a related picture, 
and guessing the relationship 
between connected images is 
the challenge of Science Ad- 
venture. For example, if you 
click on an image of a magnet, 
the next image will be a picture 
of a car. Can you guess the 
relationship? The motor was 
invented by Joseph Henry, 
who was working in the field 
of electric induction at the time 
— a field that relies extensively 
on magnets. 

As a free-form exploration 
into the relationships between 
scientific ideas and time, Sci- 
ence Adventure isn't a game, but 
it sure isn'tboring either. But if 
it seems like too much educa- 
tion, don't worry — the glori- 
ous images alone are worth a 
trip with the Science Adventure. 
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Photos courtesy of Joseph H. Bailey, @ 
National Geographic Society 
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SUBSCRIBE IMOW AI\IB SAVE 37% OFF 
THE SINGLE COPY PRICE! 
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REVIEWS 


ACES OF THE PACIFIC 


STEPHEN POOLE 




Stay low enough to avoid flak, and you'll wind up taking your torpedo plane right 
into the teeth of the enemy guns after releasing your payload. 


w Dynamix released 

Red Baron back at the start of 
1991, nearly everyone praised 
it for its authenticity, excellent 
animation, superb artificial-in- 
telligence routines, and user- 
friendly design. With more fine- 
tuning options than you could 
shake a joystick at. Red Baron 
could be fully enjoyed by any- 
one, from flight-sim novices to 
fanatics. The editors here at 
Game Players were unanimous 
in their respect and admiration 
for what head designer Damon 
Slye and the team at Dynamix 
accomplished with Red Baron, 
and we subsequently voted it 
Best Simulation for 1991. 

Not long after the release 
of Red Baron, word got out that 
Dynamix had begun work on 
Aces of the Pacific, a simulation 
of WWII air combat in the Pa- 
cific, and the mouths of PC pi- 
lots everywhere began to wa- 
ter. Being able to fly the Fokkers, 
Neuports, and Sopwiths of 
WWI was great, but for many 
flight-sim fans the planes of 
WWII hold an appeal that's 
unmatched by aircraft from any 
other era. 

Other games — Their Fin- 
est Hour, Chuck Yeager's Air 
Combat, and Secret Weapons of 
the Luftwaffe, to name a few — 
put you in the cockpits of WWII 
planes. But all the action in those 
titles takes place in the Euro- 
pean Theater. Aces of the Pacific 
is the first flight sim centered 
solely on the monumental 
struggle between the U.S. and 
Japan, a war in which air power 
was the single most decisive 
factor in determining ultimate 
victory. After several delays. 
Aces of the Pacific is finally on 
store shelves, and unless some- 
thing very impressive comes out 
in the next few months, 
Dynamix stands a good chance 
of winning our Best Simulation 
award for the second year in a 
row. 


If variety is the spice of 
flight. Aces of the Pacific has been 
seasoned to perfection. As with 
Red Baron, Aces lets you fly for 
either of the opposing powers 
in the Pacific Theater, and you 
can fly in the Navy, Marines, or 
Army Air Force (Japan's 
branches are limited to Navy 
and Army). 

Just scanning the list of 
planes you'll be flying is enough 
to get any PC combat pilot ex- 
cited. U.S. fighter mounts in- 
clude the P-38 Lightning, F4F 
Wildcat, P-39 Airacobra, F6F 
Hellcat, P-40 Warhawk, F4U 
Corsair, P-47 Thunderbolt, and 
the P-51 Mustang; Devastators, 
Avengers, Dauntlesses, and 
Helldivers make up the torpedo 
and dive bombers. The list of 
Japanese fighters is equally im- 
pressive: Zeros, Nates, Georges, 
Oscars, Tonys, Nicks, and 


Franks are all here, along with 
Kates, Judys, Vais, and Jills. 

And there's no skimping 
on the missions, either. Like 
Red Baron, the key to instant 
gratification is the Fly Single 
Mission menu. Once there you 


At times, flak from American warships 
can he as devastating as enemy fighters. 

can choose to go head-to-head 
against a Japanese or an 
American ace, dogfight a 
squadron, fly combat air pa- 
trol, intercept bombers, make 


When flying 
the sluggish 
torpedo and 
dive bombers, 
it's essential to 
heed your rear 
gunner's in- 
structions. 
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anti-shipping strikes or ground 
attack runs, and so forth. After 
you've picked a mission, you 
can tweak it by changing planes 
(for one or both sides), altering 
weather conditions, selecting 
the weapons load of your 
choice, and setting the level of 



Create your own war movie with the 
Mission Recorder. 

expertise of the enemy pilots. 

The torpedo and dive- 
bombing sorties are particu- 
larly challenging. Stuck in a 
slow, cumbersome plane — of- 
ten without fighter protection 
— just reaching the target can 
be extremely tough. If you do 
make it, you've still got to line 
up your dive or torpedo run 
accurately in the face of flak 
(although it's somewhat sparse, 
especially if you're flying 
against American ships). 

Also on the Single Mission 
menu is Fly a Historic Mission. 
The extensive list is broken 
down into Japanese and 
American campaigns, begin- 
ning with Pearl Harbor and 
Wake Island and ending with 
the final assault on the Japa- 
nese mainland. There are over 


50 missions taken straight from 
the war, though only three in- 
volve the U.S. Marines or Army, 
and none involving the Japa- 
nese Army. 

The Historic Missions 
don't give you control over ev- 
ery variable as with the other 
single missions, but on any 
flight in Aces you can set the 
level of realism to suit your ex- 
perience, with toggles for gun 
jams, blackouts, limited fuel, 
midair collisions, limited 
ammo, realistic weather, and 
more. Another way to fine-tune 
a historic mission is to change 
the difficulty of combat. Set it 
to Easy, and enemy planes are 
easier to hit and down; set it on 
Standard, and everything's just 
as it was in real life. 

The artificial intelligence 
programming in Aces of the 
Pacific is fantastic. Sneak up 
behind a Zero and miss with 
the first burst from your guns, 
and he'll start pulling off aerial 
acrobatics that will make your 
jaw drop. As a Japanese pilot 
going against Wildcats very 
early in the war, you'll see 
Americans who've obviously 
been trained in WWI dog- 
fighting techniques. And the 
enemy will utilize any possible 


Pan the external view 
to get a better look at 
your handiwork. 


advantage: if you're told there 
are bogeys nearby but you can' t 
spot any, they're probably 
diving out of the sun or slowly 
climbing up unobserved on 
your six. 

One of the best features of 
Red Baron is its Career mode, 
and the concept has been ex- 
panded and improved for Aces 
of the Pacific. Join either side at 
various points during the war, 
then choose a particular cam- 
paign and squadron. Realisti- 
cally, the Career missions can 
sometimes be long and boring 
(should you tire of formation 
flying, however, the autopilot 
feature zooms you painlessly 
to the next waypoint), or short 
and hairy, with plenty of fire- 
works. At certain points, your 
fellow pilots will offer advice 
on tactics or relay the scoop on 
new planes. 

The flight models for all 
the planes are quite authentic. 
The heavy Thunderbolt per- 
forms incredible power dives, 
while it takes only one mission 
in (or against) a Zero to realize 
why it was considered of the 
best pure dogfighters in World 
War II. You'll rue the ungainly 
Helldiver, and wonder just 
who made the decision to leave 
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The Historic Mis- 
sions are fascinat- 
ing. This one fea- 
tures someone 
who's currently 
involved in a 
different sort of 
dogfight. 
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In Career mode, your buddies back at the base will give 
you hints on tactics. 


forward-firing guns off the 
Kate. Each plane has its own 
design quirks and distinctive 
flight characteristics, forcefully 
imparting the experience of 
having to do the best you can 
with a mediocre craft (or learn- 
ing to exploit a hot-rod plane to 
its fullest potential). 

That's where the manual 
comes into the picture. There's 
a goldmine of information in 
the more than 220 pages, so 
much so that it could easily be 
packaged as a stand-alone ref- 
erence source. It includes a 
complete history of the war in 


the Pacific, full-color plates of 
all the major aircraft (accompa- 
nied by a list of performance 
and firepower specs), a primer 
on flight basics, a thorough ex- 
planation of air combat tactics, 
instructions for performing 
various maneuvers, and a 
simple, step-by-step guide to 
every aspect of this massive 
simulation. 

Read and study the tactics 
guide carefully. It correlates 
maneuvers to planes, telling 
you the best tactics for the air- 
craft you're flying; learning and 
following these basics will 
lengthen your career consider- 
ably. So your squadron of 
Wildcats has run into some 
Georges? If you've studied the 
manual, you'll know to avoid a 
traditional dogfight at all costs, 
opting instead for a slashing, 
hit-and-run attack. If you're in 
a Zero, on the other hand, you 
should tempt the more heavily 
armored American fighters to 
give in to their instincts and try 
to turn with you. 

At mission's end, you're 
asked if you want to save it to 


tape. The Mission Recorder (i.e., 
V CR) is taken straight from Red 
Baron, and it's one of the best 
around. Watch the action from 
the usual angles inside your 
cockpit, as well as unlimited 
viewpoints outside it. You can 
also switch to the perspective 
of another aircraft or ship, or 
you can place a camera in one 
spot: thanks to zoom and pan 
features, the possibilities are 
virtually endless. 

How d oes Aces 1 ook? If you 
played Red Baron, you've a good 
idea what to expect. The ground 
and ocean graphics are some- 
what flat ( Chuck Yeager's Air 
Combat still gets my vote for 



It's mentioned several times in the 
manual, but it bears repeating: if you're 
flying as an American early in the war, 
don't turn with a Zero/ 



This all new LINKS 386 Pro version of our award-winning 
LINKS golf game offers many dramatic improvements that 
make playing LINKS 386 Pro more enjoyable - and gives you 
exciting new golfing possibilities ! 


Super VGA Graphics and 386 Power! 

The new LINKS 386 Pro, featuring Harbour Town Golf Links, is 
the first golf game specifically designed for the graphic capabilties 
and computing power of your personal 386/486 computer system. 
SUPER VGA 256-color graphics at 640x400 resolution display 
breathtaking views of LINKS Championship Courses. Your friends 
won’t believe that your computer looks so good! 

A lot of listening went into LINKS 386 Pro. 

Many of the new features and improvements were added in 
response to direct requests from LINKS users like you! An 
exciting new feature is our Unique Computer Opponent. Play a 
round of golf and save your game. The new LINKS 386 Pm 
recorded every shot you made. Send your game off to your buddy 
and he can play against you right on the screen, shot for shot, as if 
you were right there next to him! We’ve also included pre-recorded 
games from worthy opponents, statistics, a variety of game play 
modes and much, much more. 


Texturing of 
fairways, rough, 
sand, and other ~ 
suifaces adds an 
extra level of 
realism. 


Male and female 
golfers. 


You can use any 
of the 7 existing 
LINKS courses or 
upgrade your 
favorite course to 
the Super VGA 
version. 



Over 345 combinations of Viewing Windows. 

With the new LINKS 386 Pro you're not stuck with just one standard viewing window. With a few 
clicks of your mouse you can split the screen giving you a real-time reverse view of your shot to 

the green or add a scaleable top-view that displays the 
flight of your ball. Scorecard, club distance chart, 
terrain profile and other panels give you the flexibility 
to display what you want to view while playing and 
you can change your viewing setup at anytime! 



SOFTWARE INCORPORATED 


4910 W. Amelia Earhart Dr.- SLC, UT 84116 
(801)801 -359-2900- FAX (801)596-9128 



* Actual Links 386 Pro Super VGA Screens 




Now that's more like it! A diving, slashing attack — 
preferably from the rear and out of the sun — is the 
best approach against the more maneuverable 
Japanese planes. 


most convincing ground de- 
tail), but the rendering of air- 
craft is very good, especially 
when set for the highest level of 
detail. At that setting, things 
can get very choppy on any- 
thing less than a 486/33. The 
minimum platform for Aces is a 
386SX with 2 megs of RAM (and 
DOS 5.0), but the frame rate on 
that setup would be very slow. 
From our experience, we'd rec- 
ommend playing Aces on at 
least a 386/25. On a 486, Aces is 
astoundingly smooth. 

I've played Aces of the Pa- 


cific for dozens and 
dozens of hours, and 
though I'm nowhere 
close to tiring of it. 
I've found several 
peculiarities in some 
of the missions. For 
one thing, you can 
take off through the 
superstructure of an 
aircraft carrier, even 
with total realism 
on. And ground at- 
tacks are great fun, 
though I've yet to 
see any enemy fire 
from the AAA emplacements 
around the targets. 

Still, the scope of this 
simulation is so amazingly 



Night missions are wonderful, with 
tracers lighting up the sky as you move 
in for the kill. 



broad that you can easily for- 
give it these minor oddities. If 
you enjoy air combat — and 
have the necessary hardware 
— Aces of the Pacific is a must. 

EP 


Ground attacks are fun, 
but relatively easy — 
you won't encounter 
any fire from the enemy's 
antiaircraft artillery. 


Hardware requirements: 2 
megs RAM and DOS 5.0; 
386SX or better; hard drive; 
VGA graphics; supports all 
major sound boards; 
supports Thrustmaster Flight 
Control Stick and Weapons 
Control System; supports 
mouse and joystick. 


by the game itself. 


Improved swing 
indicator to allow 
for more accurate v 
putting. 
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Satisfaction Guaranteed 

We offer free unlimited technical support by phone. And if you're 
not completely satisfied, you can return LINKS 386 Pro within 30 
days for a full refund - no questions asked. So you've got nothing to 
lose, but so much golfing enjoyment to gain. Try it out! 

1 - 800 - 800-4880 

24 hour Order FAX# (801)596-9128 

Call toll-free, 24 hours a day, 7 days a week, U.S. 
and Canada or visit your local software dealer. 
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Real-time split 
screen views of 
your shot. Great for 
making your 
approach shot to 
the green. 


□ Yes! I'm a registered owner of 

LINKS and I want to order my LINKS 386 Pm 
featuring Harbour Town Golf Links for the 
introductory price of $39.95 including shipping 
in US and Canada. (If you own LINKS and 
haven't registered, mail or FAX us a copy of the 
inside front cover of your LINKS manual along 
with your check or credit card information.) 
Offer expires December 31,1 992. 


• Order Form • 


City 


Daytime Phone Number 


Zip 


□ Check or money order enclosed (No COD’s) 


New Features for Links 386 Pro! 

•Seven different viewing windows, with over 345 different combinations. 
Improved club selection feature. • Wide, panoramic views giving you a 
better feel for the course. • Statistics recorded for each player, game and 
course, with optional print out. • A “Saved Shot” feature. • Scaleable “Top 
View". •"Profile View” which shows changes in elevation between the ball 
and the pin. • All new sounds! Supports SoundBlaster, SoundBlaster Pro, 
Adlib and other compatible sound cards & RealSound. • Improved swing 
indicator for more realistic putting. • Male or female golfers, with 10 
different shirt colors to choose from. • Spectacular texturing of fairways, 
rough, sand, water not offered in other golf games. 


□ Yes! Send me the new LINKS 386 Pro 
with Harbour Town Golf Links for the IBM 
386/486 computer for just $69.95. If I'm not 
completely satisfied, I can return it for a full 
refund. FREE air shipping within the U.S. 


□ Visa □ MasterCard □ American Express 

Card # 

Exp. Date 

Signature 


Mail or 
FAX to: 


Access Software, Inc. 

4910 W. Amelia Earhart Dr. 

Salt Lake City, UT 841 1 6-2837 


UT & MN residents add sales tax. 

International shipping extra. 

Equipment required: 

PC with 386 sx/16MHz CPU or better. • 2 MB of memory (RAM) • Hard disk drive with 13 MB free. 

( LINKS 386 Pro requires 5 MB and temporary playing files use up to 8 MB) • Microsoft compatible mouse. 
Super VGA video card and monitor capable of 640x400 or 640x480 resolution in 256 colors. 


REVIEWS 


DUNE 


T. LIAM MACDONALD 


The 



Arrakis is an 
extremely in- 
hospitable place, 
with the threat of 
a painful death 
al ways present. 


he year is 10191; the place, a 
planet called Arrakis, also 
known as Dune. Few species 
can survive the uncompromis- 
ing climate of this war-torn 
frontier world, where wealth 
and power depend almost en- 
tirely on the control of a single 
commodity — "spice," a sub- 
stance crucial to interplanetary 
navigation. 

The late science-fiction 
author Frank Herbert created 
this complex world as a setting 
for Dune, the story of the 
Atreides family and their battle 
for control of the inhospitable 
world. It was a Greek tragedy 
on a universal scale, and the 
multiple worlds and high 
drama that Frank Herbert cre- 
ated would make Dune and its 
sequels some of the bestselling 
sci-fi books of all time. But the 
richly detailed and intricate 
world of Dune didn't appeal to 
the public when translated to 
film: director David Lynch's 
rendering of 
Herbert's vision 
was one of the 
£ biggest flops in 

movie history. 

Now comes 
the game Dune, 
developed by 
the French pro- 
grammers at Cryo and distrib- 
uted by Virgin Games. Because 
it's based on both the books 
and the movie, one question 
springs to mind: does it bang 
like the books or flop like the 
flick? Sci-fi gamers will be 
happy to know it' s mostly bang, 
but there a few fizzles which 
dilute the excitement. 

In Dune, an interstellar 
empire under the control of 
Emperor Shaddam IV is served 
by various feudalhouses. When 
the House of Atreides is given 
the right to mine spice on 
Arrakis, their sworn enemies, 
the Harkonnen, are enraged. 
They have been the only House 



mining the valuable substance, 
using the Fremen — the indig- 
enous population of Dune — as 
slave labor. The Fremen are a 
tribal people that have managed 
to survive on Dune through care- 
ful rationing and collection of 
water, using "stillsuits" to re- 
cycle bodily fluids. They wait in 
hope of a prophet to save them 
and turn their planet into a flour- 
ishing paradise. Except for sand- 
worms, which grow to lengths 
of hundreds of yards, and a few 
smaller species, they are the only 
naturally occurring life on the 
planet. 

This is only a hint of the 
dense, multilayered world cre- 
ated by Frank Herbert in his 
novels and, to a large extent, 
admirably re-created in Lynch's 
film adaptation and this soft- 
ware adventure. The game 
documentation does a fine job 
of laying out these basics and 
setting up the scenario that will 
beinvolvedingameplay, thanks 
to concise, relatively clear lan- 
guage that gets the player over 
the hump of learning about this 


new world. One unwelcome 
addition is five pages of bios of 
the game's designers plopped 
into the middle of the manual. 
(With names like Sohor Ty and 
Stephane Picq, I thought these 
were bios of characters in the 
game!) 

Dune does a good job 
gradually introducing you to the 
world of Dune and its major 
players. Y ou play Paul Atreides, 
son of Duke Leto and Lady Jes- 
sica. You have friends and advi- 
sors, and up to two of them can 
join you in your travels. This 
works well, though interaction 
with the characters could have 
been a little more pronounced. 

The introductory sequence 
is attractive, but rather choppy 
and incoherent. What does it tell 
us about the story? Nothing. It 
merely shows you some charac- 
ters' faces with intermittent cuts 
to a screen of Paul Atreides (he's 
supposed to resemble actor Kyle 
McLachlan, but looks more like 
George Hamilton) arching his 
eyebrows seductively at the 
player. If it were a film, the edi- 
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tors would have gotten the boot. 

Despite the choppiness of 
the animation in the intro, the 
graphics in Dune are still top- 
flight and distinctive, with a styl- 
ish blend of muted and bright 
colors. The feel and look of 
Duneworld is wonderfully 
evoked, and a mouse-driven, 
map-based interface makes 
navigating all the locations a 
snap. Changes of day to night to 
day again are attractively ren- 
dered, and (in combination with 
an icon) make you keenly aware 
of the passage of time. 

The first location is the pal- 
ace, where you meet the major 
players. The dialogue in these 
introductory screens is rather 
awkward (for example, "I am 
Gurney Halleck, I served the 
Atreides Family for a very long 
time"), and no attempt is made 
to reveal the admittedly impor- 
tant information through 
gradual exposition. Interaction 
is limited to "Talk With Me," 
"Come with Me," and "Stop 
Talking." 

The game unswervingly 
follows predetermined lines 
during the entire first half: visit 
three sietchs (places where the 
Fremen live), try to get them to 
work for you, return to the pal- 
ace, meet Duncan Idaho and 
Thurfir Ha wait, go out to get the 
stillsuits, find more sietchs, find 
the secret rooms in the palace, 
and so on. From game to game. 



It's important to convince Stilgar to 
join your cause. Without him, the 
Fremen won't wage war against the 
Harkonnen. 

the locations of people and the 
different tribes don't change; a 
little variation in the order of 
events and location of charac- 
ters would have significantly in- 
creased replayability. 

Paul moves about in an 
omithopter, a birdlike helicop- 
ter, by choosing a destination on 
a map of the planet. You can 
forego the animated flight se- 
quence to your destination, but 
if you do you risk missing im- 
portant sights on the surface. 
Later, Paul can ride sand worms 
to the various locations. 

The story is interesting 
enough to keep the gamer in- 
volved while the strategic ele- 
ment becomes more and more 
important. As you discover 
more sietchs and more Fremen 
tribes, you are able to rally more 
troops. These troops can either 
mine spice, fight (after you find 
Stilgar), or work transforming 
the planet ecologically (after you 
find Liet Kynes). Some troops 
can be sent on espionage mis- 
sions to find hidden Harkonnen 
fortresses which you can then 
attempt to conquer. Prospect- 
ing new sietchs for 
spice, mining the spice, 
and then converting 
the mined land for cul- 
tivation is an important 
part of the game. Eco- 
logical success raises 
Paul's charisma rating, 
making the Fremen 
more productive, hap- 
pier, and better fight- 
ers. Determining the 
correct balance be- 
tween mining enough 
spice to appease a 



SEE DUNE MRP 
CALL A WORM 
WAIT FOR EVENING 
STILGAR, Fremen le-sder 



The giant sandworms ofArrakis are dangerous, but 
the Fremen have learned to use them for 
transportation. 


greedy emperor, "greening" the 
planet, and finding and fighting 
the Harkonnen is a crucial part 
of the second half of the game. 
Yes, there's an ecological mes- 
sage to the game (success de- 
pends on converting the arid 
land), but it's true to the book, 
and adds an intriguing dimen- 
sion to an already interesting 
game. 

The music is a decent 
knockoff of Kraftwerk-style fare, 
and sound effects are limited to 
machinery — not a big draw- 
back, since there really isn't 
much need for sound anyway. 
(Turning off the 
music, however, 
also seems to turn 
off the sound ef- 
fects.) There's a 
helpful autosave 
function that re- 
turns you to the 
last room entered 
or the last sietch discovered. Two 
other save spots are included, 
though more would have been 
welcome. 

Frank Herbert put a lot of 
imagination and thought into 
his Duneworld, and the people 
at Cryo have done an admi- 
rable job of recreating it as an 
adventure game. The deep 
strategy involved in assigning 
priorities to the game's various 
elements more than compen- 
sates for the linear game play. 
Dune is a unique game over- 
flowing with detail and imagi- 
nation, one that handily sur- 
passes most other science-fic- 
tion games on the market. 



Dune borrows 
many images 
from its movie 
predecessor. 


EP 


Hardware requirements: 
640 K RAM; VGA graphics; 
hard drive; supports AdLib, 
Roland, Sound Blaster, and 
compatible sound cards; 
supports mouse. 
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REVIEWS 


A-TRAIN 


NEIL RANDALL 


E 



The Scheduling 
menu is probably 
the most impor- 
tant in the game. 
Fromhereyou de- 
termine the depar- 
ture times for each 
train from each 
station, then set 
the switches to 
make it all happen. 


our years ago, a company 
called Artdink released Railroad 
Empire, a fast-playing simula- 
tion of setting up and running a 
railroad system within a limited 
geographical area . Despite some 
flaws, it worked quite well, but 
unfortunately for Artdink the 
game was immediately over- 
shadowed by the near-simulta- 
neous release of Microprose's 
Railroad Tycoon. Railroad Tycoon 
quickly became known as one 
of the finest games ever released 
for the PC, and Railroad Empire 
never really got the attention it 
deserved. 

Now Railroad Empire is 
back, but this time with a new 
name, a new look, a new feel, 
and, perhaps most importantly, 
a new distributor. The game is 
now in the hands of Maxis Soft- 
ware, who has 
established a 
reputation for 
delivering ex- 
tremely strong 
simulation soft- 
ware. There 
aren't many PC 
gamers who 
haven't heard of 
SimCity or SimEarth, the com- 
pany's two best-known prod- 
ucts, and anyone who likes those 
games will naturally be inter- 
ested in whatever Maxis offers. 
Railroad Empire is now called A- 
Train, but SimStation might be 
more fitting. 

We'll start with a word 
about the manual, because 
manuals don't get (or often de- 
serve) much attention. This one 
is well written, concise, and, on 
top of it all, genuinely funny. 
Most humor in documentation 
fades after the first read, but this 
stuff stays quite fresh. Nicely 
done, and more than a little 
welcome. 

Essentially, A-Train 
puts you in the role of CEO 
of a railroad company, and 
you'll make your fortune by 



The Rolling Stock Market menu lets you purchase the trains you'll 
need to make your business grow. Each type of train has its own 
strengths and weaknesses. 


using the railroad to estab- 
lish a prosperous commu- 
nity. The keys to success in- 
clude laying track; buying 
freight and passenger trains; 
building stations; buying 
land and constructing apart- 
ments, factories, commer- 
cial developments, and en- 
tertainment complexes; and, 
if you find time, playing the 
stock market. 

The game comes with six 
scenarios, each one based on a 
specific map with its own char- 
acteristics. The first map rep- 
resents a small suburban area 
with good growth potential, 
while the sixth represents a 
fully developed city. Also 
available are an underpopu- 
lated resort development, a 
largely populated harbor area, 
and a poorly developed multi- 
city district. All have their own 
challenges, and all can be re- 
played many times. Presum- 
ably, Maxis will supplement 
the game with additional maps, 
as they've done with add-on 
disks for SimCity. 

The 3-D style map takes 
up the majority of the screen 
display. Buildings, trees, wa- 
terways, roads, and rails are all 
clearly visible, especially in the 
high-res (640x480) 16-color 
VGA mode. As with SimEarth 


and, to a lesser extent, SimCity, 
the game menus are located not 
along the top, as with most GUI 
menus, but rather around the 
edges of the map. 

Move the mouse pointer 
to the top center, for in- 
stance, and you'll highlight 
the System menu; move it to 
the right, and you'll get the 
Satellite menu. To the left 
are the heavily used Trains 
and Subsidiaries menus, used 
to buy trains, lay tracks, set 
schedules, purchase real es- 
tate, and construct every- 
thing from factories to golf 
courses. To the right are the 
cursor arrows, used to scroll 
the map, while the menus at 
the bottom let you work the 
stock market, visit the bank 
for a loan, and access the 
four available reports. 

The menu layout is un- 
usual at first, but it becomes 
second nature so quickly that 
it brings questions about why 
more games don't use it. 
Actually, the Trains and Sub- 
sidiaries menus can be mini- 
mized to a series of icons along 
the left side of the map. 

Using this interesting and 
functional interface, you place 
rail lines and buildings in stra- 
tegic locations in an effort to let 
the simulation's artificial intel- 
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ligence build the community 
around you. A community 
needs transportation, materi- 
als, and jobs, and with all of 
them it will populate itself and 
spur more growth. The eco- 
nomic basis of this game is the 
centrality of the rail system, a 
concept which harkens back to 
the days when rail was king. 

As the game opens, you 
already have some assets: 
at least one station and a 
train bringing materials from 
the outside. Your job is to 
look at the map and figure 
out where to set additional 
rail lines, or, in the more ad- 
vanced scenarios, how best 
to maintain existing lines and 
turn them to profitability. 
On map #1, for instance, you 
are given the nucleus of a 
small town, with a station 
smack-dab in the downtown 
core. By laying new track 
toward the southern areas 
of the region, you work toward 
establishing a suburban com- 
munity that will use your trains 
to commute into the city center. 
For a while the number of com- 
muters will be small, but as the 
city grows — largely as a result 
of your acquisition and devel- 
opment of the land — you'll 
see the passenger base grow 
with it. 

All of the land speculation 



The Station menu lets you build and place stations on 
the map. There are only two types - small or large -but 
be sure the diagonal direction is correct. 


and stock mar- 
keting is inter- 
esting and es- 
sential, but in 
many ways the 
real fun of this 
game is getting 
the railroads 
built and the 
trains moving. 

Using the menus 
on the left side 
of the display, you lay the 
tracks and get the trains mov- 
ing on a schedule that guaran- 
tees greatest service to the 
community, and thus greatest 
profitability to you. Laying 
track is simply a matter of 
dragging a line with the mouse; 
you'll be told if the placement 
is wrong. Small or large sta- 
tions are available, the former 
less expensive but the latter 
capable of nurturing stronger 
urban growth. You must 
place the stations at useful 
distances, which requires 
that you keep a close eye on 
your train schedules. 

Scheduling involves 
setting arrival and departure 
times for each train from each 
station, as well as ensuring that 
the switches on the tracks are 
set correctly for each train. You 
have full control over where 
your trains actually go, as well 
as when they go there, and 
while setting 
schedules isn't 
difficult it requires 
a considerable 
amount of trial 
and error. The best 
idea is usually to 
buy both a pas- 
senger and a 
freight train and 
lay two tracks 
leading from the 
single inner-city 
track to an 
outlying station. 
Then set the 



THIS MONTH'S RATE CREDIT LIMIT: 252000 

1 YEAR 7 X LOAN AMOUNT: 0 

2 YEAR 8 * INTEREST: 0 

3 YEAR 9 X DUE DATE: 04/03/04 


REPORT 1 REPORT 2 REPORT 3 REPORT d STOCK MARKET BANK |ABC 

At the bottom of this screen is the Bank menu. Head here 
to arrange loans for financial expansion, but keep an eye on 
your interest payments. 


morning departure and 
evening return, in an attempt to 
secure the greatest number of 
passengers. The freight train can 
run at night or, if the distances, 
train speed, and track layout are 
right, back and forth with one- 
hour stops. 

Scheduling is the most 
challenging aspect of A-Train, a 
difficulty exacer- 
bated by the fact 
that the graphics 
aren't realist- 
ically scaled — 
trains, houses, 
buildings, and 
stations are far 
too large graph- 
ically for the 
scale of the land 
represented, and this discre- 
pancy takes some getting used 
to. But A-Train is an extremely 
interesting city-building game, 
and so different from Railroad 
Tycoon that the two don't 
actually compete. If you're a 
railroad buff, you'll want both. 

EP 



Changing to the Quick 
menu sets up the icons 
at the left side of the 
screen. At the right is 
the Satellite view, which 
shows how many 
passengers are using 
your lines. 


passenger train for 


Hardware requirements: 
640K RAM; 286 or better; hard 
disk; VGA, MCGA, EGA, or 
Hercules graphics; supports 
AdLib, Sound Blaster, Covox 
SoundMaster, Roland MT-32, 
Tandy sound; mouse highly 
recommended. 
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REVIEW 


GATEWAY 


GARY MEREDITH 



You'll definitely 
need that gun, 
much later on, but 
the guard won't let 
you take it out of 
the Armory. You 
need to enlist the 
help of a mech- 
anical ally to carry 
the weapon to 
another room. 


t's the early 22nd century, 
and free enterprise is alive and 
well — at least for those who 
have the nerve to take on the 
mysteries of the Gateway. Haif- 
a-million years ago, a race 
known as the Heechee disap- 
peared, leaving behind a huge 
space station, the Gateway, to 
be found by the eternally in- 
quisitive humans in the middle 
of the 21st century. The station 
was still fully functional, and 
more; it contained 1,000 faster- 
than-light ships. 

Overnight, mankind had 
access to the stars, and the 
riches to be found among them. 
There was just one catch, how- 
ever. The FTL ships were pro- 
grammed by the Heechee, and 
the destination codes 
amounted to nothing more 
than a crap shoot for any pros- 
pector with the guts to roll the 
dice. Most took off and never 
returned, but for the few who 
did, the rewards were unbe- 
lievable. 

FrederikPohV s Gateway is a 
wonderfully detailed adapta- 
tion of Pohl's 
popular series of 
novels. Pohl, 
now one of the 
grand old men of 
science fiction, 
has been delving 
into the myster- 
ies of the Hee- 
chee for many 
years, and now it's your turn 
to root among their artifacts. 
You begin as the winner of a 
lottery on Earth which stakes 
you to a one-way ticket to 
Gateway, and the chance to 
make your fortune. The odds 
are against you, but with a little 
luck, and some shrewd net- 
working — yes, they still do it 
in 2101 — you should be able 
to tilt things a bit in your favor. 

After awaking in your 
room, you pick up your mea- 
ger belongings and head out 


Thom Seld- 
ridge tries to 
play it cool, 
barely ack- 
nowledging 
your presence 
at first. Just 
remember the 
old Nash 
poem, "candy 
is dandy, but 
liquor is 
quicker." 
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The Blue Hell is a rough and tunble bar 
inside a large pre-fab structure in 
Heecheetoun. The counter is located near the 
entrance, across fro* a raised dance floor on 
the far side. Prospectors, off-duty Nauy 
crewmen, and Corporation employees sit in 
groups and conuerse in a multi-lingual babble. 
The casino lies to the east. Heecheetoun is to 
the west. 


debit card 
me 

my seat 
order panel 
Thom Seldridge 
Thom's seat 


for Heecheetown, and your 
rendezvous with destiny. If 
you've taken the time to read 
your messages on the 
Commset, you'll know where 
to go. (Don't forget to make a 
thorough search of your quar- 
ters before you leave.) From 
then on it's a matter of follow- 
ing the sometimes subtle leads 
with which you're provided, 
combined with a little deduc- 
tive reasoning — and a lot of 
patience. 

Much like Legend Enter- 
tainment's early games, such 
as Spellcasting 101, you'll find 
yourself frequently waiting 
around for people to show up, 
then waiting for them to say 
something useful once they do 
arrive. It may take a while for 


some of the characters to get 
around to the salient points, 
but just keep listening and 
you'll eventually unearth some 
real gems of info. 

After demonstrating your 
proficiency at piloting a 
Heechee starship, and a little 
friendly persuasion with your 
supervisor, you'll find your- 
self enrolled in the Orion 
Project. This gives you slightly 
better odds at finding riches, 
but also increases the difficulty 
of your missions. 

The traditional rules of 
graphic adventure gaming ap- 
ply to Frederik Pohl's Gateway: 
look everywhere, talk to ev- 
eryone, save often, and most 
importantly, think creatively. 
A seemingly insurmountable 



You could probably spend a couple of years trying to figure out what theMutzers 
are saying. For now, however, you just need the cylinder key. Follow them back to 
their village, and then find a slithery way to distract the Chief. 
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You descend the circular stairway deep 
beneath the courtyard and eventually arrive at 
a small octagonal chamber a feu meters wide. 
The southwestern wall of the room contains a 
spiral staircase leading up to the temple 
court. The seven remaining walls are decorated 
in elaborate mosaic designs, each dominated by 
a different hue. Each colored wall has an 
archway on it. 

Starting from the western wall and 
proceeding clockwise, the mosaics' dominant 
hues are green, orange, yellow, blue, indigo, 
red, and violet. 


The Octagonal Maze room on Aurigae 6 is another place where a bit of art 
education, or maybe physics, would come in handy. Think about mnemonic 
memory aids and the colors of the spectrum. 


problem usually just needs a 
little twist in your thinking. A 
case in point is the Armory, 
where you must secure a 
weapon. Everything has 
seemed relatively benign up to 
this point, and after a few at- 
tempts to sneak the gun past 
the guard, you maybe tempted 
to give up and pray you won't 
need it. After all, there are lots 
of items to pick up that you'll 
probably never need. But you 
will need the gun. The idea is to 
get someone else, or something 
else, to take it out of the Ar- 
mory, to a place where you can 
collect it later. If you've done 
any exploring of the air-duct 
system in Heecheetown, you'll 
know that service robots roam 


the narrow corridors. If you 
can figure out a way of sum- 
moning one, you might get it 
to smuggle a weapon out for 
you. So just how persuasive 
are you with robotic mecha- 
nisms? 

Anyone who has played 
other Legend games will be 
very familiar with the inter- 
face, with its multiple windows 
giving you all the info you 
need. The game can be played 
with mouse, but it's often 
quicker to just type in the com- 
mand, rather than searching 
for all the sentence segments 
with the cursor. There is one 
advantage to this sort of inter- 
face. All items in a scene are 
inventoried for you, but more 
importantly, all the 
verbs you might use 
are listed on the 
screen. Scrolling 
through these can re- 
ally help when you're 
stuck as to what to do 
with some strange 
object. 

Legend has the 
best EGA graphics in 
the business. You'll 
find yourself won- 
dering how they can 
get such subtle shad- 
ings with only 16 



All ships systems are automatic once the Heechee 
codes have been entered into the instrument panel. 
Once you 've entered orbit around the planet, hit the 
landing switch. 



To get thepin you need for entry at the 
Pedroza Lounge, solve the Virtual 
Reality Beach puzzle. It's also good 
practice for the endgame. 


colors. If you have VGA, how- 
ever, you get some bonus 
screens to enjoy. The animated 
segue screens for space flight, 
as well as the dialogue screens, 
are an added 256-color treat, 
even though all the essential 
gaming is done 
with the normal 
screens. And 
RealSound has 
been added for 
players without 
soundboards. 

Frederik 
Pohl’s Gateway is 
a real gem, with 
the usual Legend playability, 
sharp design, and sense of hu- 
mor wedded to Pohl's won- 
derful original concept. And 
the designers have thrown in a 
lot of little puzzles and games, 
such as the Old Earth Trivia 
game, just to keep things inter- 
esting. The idea of a gateway 
to different worlds has been 
the inspiration for science fic- 
tion writers from Wells to 
Ellison. We've yet to run into 
any Heechee artifacts with the 
space shuttle, but you can get 
the jump on NASA with 
Frederik Pohl's Gateway. 



Rolf Becker is one 
of the legendary 
Gateway pros- 
pectors, but what 
is he doing way 
out here on 
Nemira3? Listen 
to him, and then 
follow him to his 
house. If you 
can't find where 
he’s run off to, 
just give a little 
whistle at the 
nearest bird's 
nest. 


BP 


Hardware requirements: 
640K RAM for SVGA, VGA, or 
EGA graphics, 512K for 
MCGA, CGA, or Tandy 
graphics; high-density disk 
drive; suports AdLib, Roland, 
and Sound Blaster sound 
cards; mouse optional. 
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LEATHER GODDESSES OF PHOBOS 2 


STEPHEN POOLE 


" 








games, I had a real winner on 
my hands. It seemed too good 
to be true.... 

And as the saying goes, if 
it seems too good to be true, it 
probably is. That's not to say 
LGOP2 is a bad game; in all 
fairness, it does many things 
better than a lot of other graphic 
adventures you could buy. But 
it has one major problem that 
can't be overcome by even the 
best graphics or sound effects: 
it's just too short and too easy. 

You won't be tipped off to 
the game's brevity during the 
installation process. LGOP2 
comes on ten 1 .2 MB diskettes, 
and takes up around 15 megs 
on your hard disk once all the 
files are unpacked. With that 
much disk space, you'd expect 
a huge world to explore and 
tons of problems and puzzles 
to solve. But once you've thor- 
oughly cruised all four streets 
in tiny Atom City, Nevada, of 
1956, you've seen about 90 
percent of the game. 

The plot of LGOP2 has 
potential, especially for folks 
who appreciate cheap sci-fi 
movies from the fifties. A 
spaceship from "Planet X" has 
crashed on the outskirts of 
Atom City, and its occupant — 
Barthgub el Nikki-Nikki, son 
of Jelgobar el Zayda-Zayda, or 
Barth for short — has struck 
out in search of equipment to 
repair his damaged ship. You 
can play as one of three char- 
acters: Zeke Zarden, the rug- 


A 

/ \ 11 right. I'll ad- 

mititupfront:Iwasn't 
playing PC games 
back when Infocom's 
classic text adventures 
were first released. (In 
fact, I had yet to learn 
how to boot a com- 
puter.) 

When I finally 
did try my hand at ad- 
venture gaming a few 
years back, I asked one 
of our editors what games he 
recommended. He asked if I'd 
ever played any Infocom 
games, and when I said no, he 
immediately began to rave 
about games like Zork, The 
Hitchhiker's Guide to the Galaxy, 
and Leather Goddesses of Photos 
with a zeal that had me con- 
vinced before he'd even fin- 
ished speaking. 

It turned out that those 
Infocom games were so popu- 
lar around the office that there 
were none left for me to try out. 
So you can imagine how ex- 
cited I was to learn that the 
newly revamped Activision 
was releasing Leather Goddesses 
ofPhobos 2 (subtitled Gas Pump 
Girls Meet The Pulsating Incon- 
venience from Planet X). Finally, 
here was my chance to experi- 
ence an Infocom game, a sequel 
to a classic, in a format right in 
step with the current trends in 
graphics, interface, and sound. 
I figured if it turned out to be 
half as good as the descriptions 
I'd heard of the old Infocom 


Reverend Layberry's digitized rant is 
one of the few cases where the lines are 
delivered effectively, but it doesn't hold 
any useful information. 


Go ahead, pull that lever! You can't die 
in LGOP2, so give in to your 
adventurer's urge to use any item you 
come across. 


Humorous touches are 
sprinkled throughout 
the stylized graphics in 
Leather Goddesses. 


gedly handsome gas-station 
owner; Lydia Sandler, the 
beautiful daughter of the local 
scientist and alien sympathizer 
Dr. Sandler; or Barth. 

It's not Barth the earth has 
to worry about, though. It's the 
Leather Goddesses of Phobos, 
who plan on tricking us into 
thinking that Planet X is going 
to invade, then launching their 
own attack as we thank them 
for their help. To win the game 
as Zeke or Lydia, you travel to 
Planet X and Phobos in search 
of evidence that will convince 
the thickheaded officials on 
Earth that Phobos is the real 
threat. As Barth, you've got to 
find the parts to repair your 
ship in order to make the jour- 
ney. 

Most of Atom City's resi- 
dents have gotten their notions 
of extraterrestrials from sci- 
ence-fiction flicks, and it's fun 
spotting references to classics 
like Invasion of the Body Snatch- 
ers, Invaders from Mars, The 
Thing, War of the Worlds, and The 
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REVIEWS 


Digoutyour 
3-D glasses 
before head- 
ing to Atom 
City's only 
theater. 


Incredible Shrinking Man. 
There's even a 3-D sci-fi movie 
playing at the local theater (yes, 
it's really 3-D — go ahead and 
dig out those red-and-blue 
glasses, because there's another 
3-D sequence further along in 
the game). 

For the most part, the fif- 
ties motif is sustained very well. 
The screen for saving/loading 
games and making adjustments 
in sound and graphics display 
is called the "Play-O-Matic," 
represented by a colorful juke- 
box. (Nearly every item in 
Professor Sandler's house has 
"O-Matic" appended to it — 
Cupboard-O-Matic, Toast-O- 
Matic, and so on.) The Nixon- 
Eisenhower bulletin board and 
the town's gratitude for the 
"blessing" of atomic power are 
fitting, and the general who 
commands the nearby Army 
base is naturally anti-commu- 
nist and, by logical extension, 
anti-alien. 

But there's one aspect of 
LGOP2 that's definitely not 
lifted from that innocent era: 
sex, and plenty of it. It's not that 
the sex scenes are sprung on 
you without warning; one look 
at the title and the box art should 
let you know that there's going 
to some naughtiness here. And 
most players won't consider 
this stuff to be remotely porno- 
graphic. Though you're fully 
aware that the "act" is taking 
place, we've all seen a lot more 
graphic stuff on soap operas 
and prime time TV. 



Thoughtful attendants like Doe keep Zeke's service 
station in business. 




You get your first 
glimpse of Planet X 
through Professor 
Sandler's telescope. 


The problem 
is that the sex 
doesn't really fit 
the setting of the 
game — it's been ladled on top 
of the plot like so much gravy, 
obscuring the game's stronger 
elements. As Zeke, you'll have 
"trysts" with several women, 
but your romancing doesn't 
advance the plot or gain you 
any valuable items. 

And your sexual "adven- 
tures" as Lydia are even more 
absurd because they're com- 
pletely out of character. She 
won't kiss her true love Zeke, 
but with a slew of other fellows 
she's like a rabbit in heat, giv- 
ing herself up at the drop of a 
hat (or feather, in the case of the 
stereotyped Indian who stands 
guard outside the reservation 
on the edge of town). It could 
be argued that limiting the rib- 
ald escapades to Zeke would 
have been somewhat sexist, but 
it's best to keep a straight face 
when you're spoofing the fab 
fifties, even if it means you're 
not politically correct for the 
nineties. 

As noted, LGOP2 has sev- 
eral features that are clever and 
appreciated. The game is struc- 
tured so you can't die or box 
yourself into a corner, so you 
won't find yourself replaying a 
large chunk of the game to re- 
trieve an object or perform an 
action you overlooked. (This 
feature, however, makes the 20 
save-game slots unnecessary; 
three slots — one for each char- 
acter — would have been suf- 
ficient). 

For players without sound 
cards, Infocom has included the 
"LifeSize Sound Enhancer," 
which lets you hear the digi- 
tized speech accompanying all 
written dialogue through a 
printer port (the game supports 
similar devices such as the 
Covox Speech Thing and the 
Disney Sound Source). The 
cartoonlike VGA graphics are 
more than adequate for the 
lighthearted nature of the game, 
and unlike some graphic ad- 


ventures the screen redraws are 
surprisingly fast. Anyone who 
has played a recent graphic ad- 
venture will have the point- 
and-click interface down pat in 
a matter of seconds. 

But unless you're a total 
greenhorn, you won't get a 
chance to really relish these 
features: LGOP2 is a very short 
game. It might seem as though 
there's a lot to explore in town, 
but you'll probably find ev- 
erything you need on your 
second pass. After solving only 
a couple of moderately chal- 
lenging puzzles on Earth, you 
head for Planet X (three or four 
screens), then Phobos (another 
four or five screens). There's a 
map you can grab to help guide 
you, but Atom City is so small 
that you can easily get by 
without it. 

Why is a 15-meg game so 
lacking in scenery and diffi- 
culty? Much of that disk space 
is undoubtedly taken up by the 
digitized speech, but sadly the 
spoken dialogue which ac- 
companies the static closeups 
of each character adds little or 
no excitement to the game. I 
would gladly trade all that 
speech for more problems to 
solve and locales to visit, and I 
suspect that most players will 
feel the same way. 

If Activision can incorpo- 
rate the challenge of the old 
Infocom games into the Leather 
Goddesses 2 engine, the result 
could be a game that novices 
and veterans alike can fully 
enjoy. We'll just have to wait 
and see. 

EP 


Hardware requirements: 
640K RAM; VGA or EGA 
graphics; 10 Mhz or faster 
machine; supports all major 
sound cards, and the LifeSize 
Sound Enhancer; supports 
mouse (recommended). 
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GRANDMASTER 


Designed to challenge the mastersV 
hone skills and tutor beginners, 
GRANDMASTER CHESS offers a 
wealth of easy-to-use features: 

Super VGA graphics, i ncred i 
sound, multiple skill levels, 
teaching mode and much more. 

And, the algorithm used in 
GRANDMASTER CHESS is so,^Wj| 
powerful that we guarantee it 
will beat Chessmaster 3000 and 
Sargon V or your money back.** ^ 


e World's Most Powerful Chess Program * 


for just $29.95 


SAVE $30--off suggested retailof $59.95. 

For a limited time 1 only, 'if you own 
another computer chess progr am, A 
you can upgrade to GRANDAAASTER 
CHESS for just $29.95, including FREE 
shipping in U.S. and Canada. Simply 
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GLOBAL EFFECT 


JEFF SEIKEIM 


H, 



Restore a planet 
ravaged by man- 
kind's wasteful 
practices in "Save 
a World" mode. 


ere s an intriguing recipe: 
take the city building of SimCity 
and the environmental sculpt- 
ing of SimEarth, add a pinch of 
Populous, stir vigorously, and 
— voila! — you have Global 
Effect by U.K.-based Millen- 
nium. 

Global Effect is an ambi- 
tious game of considerable 
scope and numerous possibili- 
ties. The basic object is to es- 
tablish a thriving civilization 
without upsetting the delicate 
balance ofnature. Butfromthis 
concept springs three quite dif- 
ferent modes of play, each with 
its own bundle of options. 

In "Create A World," you 
begin with a planet that's un- 
inhabited and in pristine con- 
dition — in other words, a true 
tabula rasa. "Save A World," on 
the other hand, challenges you 
to restore the ecosystem of a 
world that's already been rav- 
aged by manmade calamity. 
And then there's "Rule A 
World," which 
pits one civili- 
zation against 
another in a 
battle for eco- 
nomic and mili- 
tary dominance. 

The first sce- 
nario is the most 
open-ended, of- 
fering you the widest range of 
variations. You attempt to 
colonize any of eight distinct 
worlds, each with widely dif- 
ferent environmental charac- 
teristics, or you can custom- 
design a planet to suit your own 
tastes. In addition, you can 
choose to play this scenario as 
either a solitary exercise or as a 
two-player affair using a null- 
modem cable hook up. And if a 
live opponent is lacking, the 
computer can always fill in. 

Because of its emphasis on 
city construction. Global Effect 
bears more than a passing re- 
semblance to SimCity. After 



Global Effect requires you to build economically viable cities without 
despoiling the environment. 


establishing a power genera- 
tor, you proceed to erect the 
city around it in building-block 
fashion. As your settlement ex- 
pands, you'll be required to 
furnish various services, such 
as sewage treatment plants and 
recycling facilities. At the same 
time, you'll have to keep tabs 
on how the environment is 
weathering these develop- 
ments, as large-scale urban 
growth can usher in a host of 
environmental ills, most nota- 
bly increased pollution and 
carbon-dioxide levels. 

Y our ability to do virtually 
anything in the game is regu- 
lated by the power meter, which 
functions more or less like a 
treasury. You expend power 
by performing actions; you gain 
it back according to your eco- 
nomic and environmental rat- 
ings. The better you do in both 
departments, the more power 
you have to use. Therefore, in 
order to prosper, you need to 
strike a balance between urban 
expansion and environmental 
preservation. Spend unwisely 
and you'll soon find yourself 
bankrupt, bringing the game to 
an early end. 

Military conflict adds a 
whole extra dimension to play, 
and practically constitutes a 
game unto itself. The mere fact 
that a potential for hostilities 


exists complicates planning 
considerably, requiring you to 
budget some share of your 
power toward erecting instal- 
lations for attack and defense 
— the age-old guns or butter 
dilemma. 

More interesting still, 
bombs and nuclear warheads 
may do as much damage to the 
environment as they do to the 
enemy, with possibly disas- 
trous results. This aspect of play 
represents a real departure 
from the norm, as it makes 
Global Effect the only game I 
knowofthatplaceswarin some 
kind of environmental context. 
In light of the immense eco- 
logical fallout from the Persian 
Gulf war. Global Effect registers 
a timely and telling point here. 

If the rest of the game ex- 
hibited the same sort of real- 
life resonance, I would have no 
trouble recommending Global 
Effect wholeheartedly. But it 
doesn't. Despite promising 
"real-world situations and is- 
sues," too much of the game 
seems far removed from reality. 
Instead of being instructive and 
enlightening in any meaningful 
fashion. Global Effect comes 
across as abstracted, arbitrary, 
and more than a little ill-con- 
ceived. 

The problems begin with 
the premise. The designers have 
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framed the game within a 
pseudo-sci-fi setting so sketch- 
ily explained that it's all but 
incoherent. According to the 
manual, the game takes place 
at some unspecified point in 
the future, when governments 
have become so centralized and 
sophisticated that individual 
leaders are able to wield dicta- 
torial control over entire plan- 
ets. You represent one of those 
leaders, entrusted with the care 
and feeding of a particular 
planet. And these two tidbits 
are all Global Effect has to say on 
the subject. 

The scale of the game is 
also disconcerting. Although 
you are building multi-block 
cities, these are being erected 
on a global-sized map. What 
you wind up with, then, is the 
curious spectacle of gargantuan 
megalopolises that sprawl 
across continents. 

Although relatively minor, 
both of these complaints high- 
light some of the muddled 
thinking that went into Global 
Effect. However, the real blow 
to the game's credibility occurs 
in the first scenario. Create A 
World. If you pick a world in 
which the environment is rela- 
tively balanced, you'll discover 
that global temperatures will 
start to decline around the 
thirtieth year into the game, 
regardless of any steps you've 
taken to that point. Moreover, 
unless you reverse the trend, 
the game will end in another 


decade or so with the planet in 
the grips of an ice age. 

You have two options to 
prevent this. With a custom- 
designed world, you can set 
the temperature to high and 
the number of trees low at the 
start of the scenario. Otherwise, 
the only way to halt the 
downward slide of the ther- 
mometer is to bum fossil fuels 
at a furious pace. Doing this, 
however, causes carbon-diox- 
ide levels to rise precipitously, 
which in turn causes the tem- 
perature to climb. (A call to 
Electronic Arts, the game's U.S. 
distributor, confirmed that this 
solution is indeed the best way 
to forestall global freezing.) In 
other words, in order to save 
the planet, you have to pollute 
it — now that makes sense. 

Global Effect rates better 
when judged strictly on its 
value as a game, but it still has 
its flaws. In particular, while 
games frequently walk a fine 
line between being challenging 
and frustrating. Global Effect 
strays across that all too often. 

A prime example: even 
actions as innocuous as con- 
sulting the environmental data 
charts or scrolling around the 
map require the expenditure of 
some power. Therefore, if you 
need to conserve power, your 
only option is — you guessed it 
— to do nothing at all, until 
enough time has passed for 
your power meter to rise again. 
These idle interludes seem all 
the more annoying because 
the program regularly teases 
you with the message that 
new environmental data is 
available. 

As to its visual appeal, 
the best thing that can be said 
about the game's plain-jane 
graphics is that they are big 

Forget global warming— it's global 
freezing you've got to watch out for 
here, and one way to avoid it is by 
burning fossil fuels as quickly as 
possible. 




In "Create a World," there are eight 
different worlds from which to choose. 


and uncluttered. But overall, 
this is just another disappoint- 
ing part of the package. With 
its two-dimensional displays 
and almost non-existent ani- 
mation, Global Effect presents 
you with a series of images that 
lie flat and lifeless on the screen. 

In the end, Global Effect 
inspires ambivalence more than 
anything else. Despite what 
sounds like a winning mix of 
ingredients, the game proves 
to be much less than you'd ex- 
pect from the sum of its parts. It 
offers neither fact nor very in- 
spired fiction. Global Effect is, 
however, a game of sufficient 
depth that will take you many 



Environmental data displays are useful, 
but checking them costs precious power. 


hours to begin to exhaust all of 
its various options and permu- 
tations. But whether or not it 
sustains your interest over the 
same stretch of time is another 
question. 

EP 


Hardware requirements: 
640 K RAM; VGA graphics; 
supports Ad Lib, Roland, and 
Sound Blaster sound cards; 
mouse required. 
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THE HEROES OF THE 357TH 


LEE BUCHANAN 


R 



That's one bridge 
the Germans 
won't be able to 
use for a while! 


eady to strap into a hot- 
shot WWII fighter and do battle 
for the skies over Europe? Say 
you're stuck with a slow 
computer that won't run the 
latest state-of-the-art air combat 
simulations? Don't worry — 
help has arrived in the form of 
The Heroes of the 357th, 
designed by Midnight Soft- 
ware and distributed in the U.S. 
by Electronic Arts. It's your 
ticket to some fast and furious 
air combat. 

Heroes puts you in the 
cockpit of a P-51D Mustang, 
the mount for the elite 357th 
Fighter Group. Sign on for a 
tour of duty and 
you' 11 fly a series 
of missions over 
Germany and 
Nazi-occupied 
Europe, con- 
ducting fighter 
sweeps, escort- 
ing bombers, or 
strafing and 
bombing ground targets.Those 
features may sound like old hat 
to flight-sim fanatics, but 
Heroes also delivers what 
counts most: action. 

While some recent releases 
- including Aces of the Pacific, 
Falcon 3.0 and Secret Weapons of 
the Luftwaffe - offer more 
sophisticated game play and 
many more options than Heroes, 
they also demand a lot more 
machine. Try to run those sims 
with less than a 386 and you 
may think you're driving a 
tank. 

The thrill of sheer speed is 
what Heroes offers that those 
fancier sims can't. Your P-51 
screams past ground targets, 
giving a breathtaking sensation 
of extremely fast motion — so 
fast, in fact, that I slowed down 
my 386/25 just to stay on top of 
the action. Unlike many current 
flight sims. Heroes should run 
just fine on a 286, allowing users 
of older computers a chance to 



You can only look forward from the cockpit. Notice the detail of the ' Stang 
zooming in front of you. 


fly the unfriendly skies of 
World War II Europe. 

The player begins the game 
assigned to the 357th Fighter 
Group based in Yoxford, 
England. You can hone your 
flying and fighting skills in six 
practice missions: fighter 
sweep, bomber escort, strafing 
run, special weapons, VI 
intercept, and free flight. 

Had an unpleasant ex- 
perience in Paris and want some 
revenge? Choose “free flight" 
to bomb and strafe military and 
civilian targets (betcha never 
knew the Eiffel T ower was such 
an irresistible target!) without 
having to worry about enemy 
flak or fighters. It's great 
practice, one of the best ways to 
try out all your weapons and 
ordnance systems. 

Of course, most players 
will want to jump right into the 
Tour of Duty and fight 
alongside the "Yoxford Boys" 
in a series of 34 missions, many 
of which are re-creations of 
actual missions flown by the 
357th. 

You'll be taken to the 
briefing room, where your 
stern-looking commanding 
officer assigns targets and briefs 
you on the mission. You'll also 
view a film showing ground 
targets and the enemy aircraft 
you can expect to face. Pay 


attention — this info helps you 
decide what combination of 
fuel tanks, cannon, rockets and 
bombs to carry. 

When you've finished 
outfitting your Mustang, head 
to the runway for an animated 
sequence showing the flight 
taking off and then forming up 
over the airstrip. The flight from 
England to the target area is 
automatic, shown from a large- 
scale map of Europe. 

Running on a 386-based 
machine, the P-51 is extremely 
responsive. If you're used to 
flying some other recent sims, 
you may find yourself whip- 
ping into barrel-rolls instead of 
banking into a turn. But once 
you get used to the sensitivity 
of the joystick control, this P-51 
is a joy to fly. The frame rate is 
as smooth as any you'll see. 

Because of the high speed 



The Instant Replay feature can be set to 
automatically display some pretty 
satisfying footage of your enemies going 
down in flames. 
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at which Heroes runs, locating 
and approaching enemy 
fighters can be a challenge, a 
problem worsened by a rather 
clumsy viewing system from 
inside the cockpit. The player 
can't view out the left and right 
sides of the aircraft or check his 
six by looking behind the plane. 
Instead, you have to rely on 
your wingmen to alert you to 
the presence of the enemy: 



er is just too big Once the enemy has been 

« target to pass spotted, you can choose the 
U P' combat view, which shows the 

nearest enemy plane in relation 
to your P-51 . You also can cycle 
through enemy planes. The 
reverse combat view shows you 
the enemy in the foreground 
and your plane in the 
background. This takes some 
getting used to, particularly for 
players accustomed to scanning 
the skies in search of bogeys. 
But with a little practice, the 
combat view can be an effective 
tool for setting up for a dogfight. 

Other perspectives allow 
the pilot to see ground targets 
in relation to his plane, an 
overhead view of the formation, 
and views of and from his 
wingmen. But be warned: 
you're still flying, even when 
switching perspectives. Don't 
fly into the ground while you're 
checking out the smoking 
remains of your target. 

A useful addition to the 
viewing options is the ability to 


remove the cockpit display 
from the forward view. This 
gives the player a real sense of 
flying in a vast expanse of sky 
and is highly recommended 
when dogfighting. Another 
nice touch is a map that the 
player can call up on the lower 
part of the screen while you're 
in the cockpit. The map shows 
the plane in relation to any 
ground targets in the area. 

Overall, the graphics in 
Heroes are adequate, if not 
spectacular. Little or no ground 
detail is visible until you're 
flying pretty low. Once you're 
close to them, buildings, rivers, 
barges, trains and explosions 
are sharp and detailed. Ground 
attacks are especially well done, 
with your cannon fire visibly 
chewing up the ground as you 
walk the fire to the target. 

Close-up views of aircraft 
also are rendered in fine detail, 
so much so that you might want 
to admire the opponent you 
have locked in your sights for 
just a moment before you fire a 
burst and flame him. 

Unfortunately, that's all it 
takes to shoot down a plane — 
a single burst. I didn't en- 
counter a single plane that 
couldn't be downed with one 
press of the trigger, even by a 
single lucky shot fired in a head- 
on pass. 

Fortunately, the player's 
plane isn't so vulnerable. It's 
hard to tell how much damage 
your plane is sustaining, but 
the wingmen will warn you to 
head for home. They'll also 



The bitmapped explosions in Heroes 
are colorfid and gratifying. 



Check out the view from behind your 
P-51 as you head in for a strafing run. 


come to your aid, as well as ask 
for help when they're in trouble. 

After completing the 
mission, the trip home is 
automatic and ends with an 
animated landing scene. Your 
CO will assess the mission and 
keep you updated on other war 
news in Europe and Asia — a 
nice historical touch. 

Admittedly, there are 
several drawbacks to Heroes of 
the357th. The player is confined 
to a single plane and flies a 
limited range of missions. But 
then that's the very aspect of 
World War II that this game 
attempts to simulate — the 
exploits of a single fighter 
group. 

Players who have a faster 
machine and demand a wealth 
of detail in an air-combat sim 
may find Heroes too limited for 
their tastes. On the other hand, 
for those saddled with slower 
machines and who can't spend 
hours at the keyboard. Heroes 
delivers some furious air 
combat. 

Coming out on the heels of 
some sophisticated and highly 
publicized flight sims in the 
past year. Heroes could get lost 
in the shuffle. That would be a 
shame, because this sim packs 
a powerful punch in a small 
package. 


EP 


Hardware requirements: 
640K RAM; VGA or EGA 
graphics; hard drive; 286 or 
greater, supports AdLib, 
Sound Blaster, and com- 
patible sound cards; joystick 
recommended. 
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THE DAGGER OF AMON RA 


LESLIE MIZELL 


l_ aura Bow has had a bad 
day. No sooner does she step 
off the train in New York City, 
ready to tackle the world as a 
journalist, than her suitcase 
and money are stolen. Un- 
daunted — and evidently 
unworried about accommo- 
dations or finances — she sets 
out for the offices of the New 
York Daily Register News Tri- 
bune (try fitting that on a 
masthead!). 

Then her new editor as- 
signs her to cover a page-one 
story: investigating the disap- 
pearance of an Egyptian dag- 
ger from the Leyendecker 
Museum. But the cub reporter 
has barely started her investi- 
gation when she discovers the 
first of what will eventually 
become a series of corpses. 
Locked in the museum with a 
killer and a mysterious cast of 
suspects, Laura must solve the 
mystery — or die in the at- 
tempt. 

Sierra's follow-up to The 
Colonel's Bequest has much- 
improved graphics and a ter- 
rific soundtrack, but it makes 
the same mistakes as that first 
adventure — and a couple are 
even magnified. The produc- 



TalktoZiggyin 
the speakeasy, 
but steer clear 
of the strange 
flapper in the 
powder room. 


tion copy of The Dagger of Amon 
Ra also has some bugs in it that 
have Sierra already working 
on revisions. 

The problem with the 
Laura Bow games is that they 
throw out the very elements of 
mystery novels and movies 



Romance blooms on Laura's first day in New York. But could Steve be the killer ? 



Yikes! The bodies are starting to really pile up! 


that they try to 
depict. Laura 
Bow's job is to 
find the mur- 
derer, but she 
can't even in- 
terrogate the 
witnesses/ 
suspects prop- 
erly. No matter 
what your feel- 
ings are about 
Sierra's icon- 
based, point- 
and-click inter- 
face, the Laura Bow series re- 
ally needs a text interface so 
you can question suspects 
freely and quickly. 

In Amon Ra, here's how 
you ask a question: first, corner 
your suspect and flip through 
the interface icons until you 
reach the "?," then click on the 
suspect and wait while Laura's 
notebook appears. Flip 
through the notebook sections 
and pages until you find the 
person or thing about which 
you want to ask. Click on it 
and wait until your suspect 
makes an answer. Finally, 
make sure you read carefully 
and write down any informa- 
tion because you're never able 
to access that information 
again. 

Once you've repeated this 
process the required two dozen 
times for each suspect and per- 


son you encounter, you'll see 
how tedious the game can be- 
come. There's no way to ask 
about alibis, even though ev- 
eryone knows the first ques- 
tion any detective asks is 
"Where were you when...?". 
And it would be incredibly 
helpful if evidence were auto- 
matically recorded in your 
notebook — "turkey grease on 
elbow" as you examine a body, 
or "scared of Ziggy" as you 
question a suspect. But you 
must keep your own notes in 
Amon Ra-, the sham notebook is 
nothing more than a list of 
question topics. 

Like The Colonel's Bequest, 
Amon Ra is divided into acts. 
You can't advance to the next 
act unless you've completed 
certain tasks — only you don't 
know what those tasks are un- 
til you've done them. Some- 
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times it might be seeing some- 
one in a room, sometimes it 
might entail finding a body. If 
you complete two acts fairly 
close together, on purpose or 
by accident, you could easily 
miss a vital conversation 
you're supposed to overhear 
in another part of the museum, 
or not find a clue or item you 
need later. This most likely re- 
sults in some lengthy back- 
tracking while you try to fig- 
ure out what you're missing. 

A good example of this 
comes late in the game, when 
you find a mysterious statue in 
the Masters Gallery. After ex- 
amining the statue, you can go 
toward the offices or toward 
the other exhibit rooms. If you 
go to the exhibits, you find a 
boot in the Armor Room. If 
you go toward the offices, you 
find out about another death 
and will probably enter an of- 
fice to examine the body. If 
you do, you end up automati- 
cally advancing to the next act, 
and you'll never find that boot, 
even though you're chased 
through the Armor Room later. 
And you can' t complete the game 
without the boot. It's frustrating, 
and unfair to the player. 

There are some things 
about Amon Ra that will keep 
you playing. With the excep- 
tion of Laura's boyfriend — 
who's a wimp despite his 
muscles and Clark-Kent hairdo 
— the Leyendecker has some 
whacked-out suspects that are 
fun to question and study. 



Some inventive 
injuries and 
death scenes 
are sprinkled 
throughout the 
game. 


Everyone's got a secret, from 
resident N azi-in- training Wolf 
Heimlich to Yvette Delacroix, 
the museum "groupie." 

And there are dozens of 
great, inventive ways to meet 
one's demise, both for Laura 
Bow and for the unfortunate 
Leyendecker employees. You 
can be scorched, sacrificed, 
slashed, skewered, shocked, 
seared, scrambled, submerged, 



Meerooww/ Catfight! Yvette's got her eye on every man in the museum — 
including Steve. 



When you're trapped with a bunch of mummies and a hooded killer, you can only 
hope you recently saved your game. 


strangled, stabbed, or scarfed 
down as an evening meal. 

Three different endings 
reflect your success in Amon Ra . 
There's the "fired in disgrace" 
version for players who didn't 
search bodies or question sus- 
pects; the "half full, half 
empty" version for folks who 
did okay, but were a little shaky 
on motives for the different 
killings; and the "key to the 
city" version with thekillerin jail 
and Laura the toast of the town. 

A hint for the best finale: 
at the end of the game, you're 
asked to identify the killer, his 
or her motive for each slaying, 
and provide information on the 
various subplots. You must 
have four vital pieces of evi- 
dence, but they're not difficult 
to obtain. The problem is de- 
ciding motive from a dozen 
choices. Don't overuse "jeal- 
ousy," even though you know 
the killer is obsessive. A better 
choice is "financial gain" or 
"to cover another crime." Jeal- 


ousy is the motive only in the 
single crime of passion. 

When all is said and done, 
the murderer is way too easy to 
spot, and the game, like the 
Leyendecker secret passages 
that lead nowhere, more frus- 
trating than fun. Be aware that 
playing Amon Ra is a pains- 
taking process, and your en- 
joyment of it depends on how 
meticulous and detail-oriented 
you are. The Laura Bow series 
may still have promise, but 
it's already got two strikes 
against it. 

GP 


Hardware requirements: 
640K RAM; VGA or EGA 
graphics (VGA only for 
Tandy); hard disk 
recommended; supports all 
major sound boards; mouse 
strongly recommended. 
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“We choose to go to the moon ♦ ♦ ♦” 

-John F. Kennedy 



Three... two... 
one... LIFT-OFF! 

The roar of the giant 
Saturn V engines 
becomes deafening as 
the gleaming rocket 
clears the launch 
tower. Within minutes it has enough velocity 
to reach orbit. America’s space program is 
heading to the moon! But for two years the 
Russians have been working on a larger, more 
powerful rocket. Could they be secretly 
planning a mission this year to land men on the 
moon? Will they get there first? 

Buzz Aldrin’s Race Into Space™, is a 
computer simulation of man’s greatest 
adventure, the race to the moon. It recreates 
all the excitement of every space mission using 
digitized footage from lift-offs, space walks, 
lunar landings and splashdowns. 

As Space Director, you have at your 
disposal the entire space inventories of both 
the U.S.A. and U.S.S.R., and can plan and 
direct every conceivable space mission: 
sub-orbitals; orbital manned and unmanned; 
planetary and lunar flybys; lem tests; lunar 
passes; lunar orbits; lunar landings; and even 
emergency space rescues! 

You get to recruit and train over 140 
astronauts and cosmonauts and determine 
which ones have the “right stuff’. You deter- 
mine which space hardware to research and 
develop and then you actually schedule and 
launch individual space missions. 


BUZZ ALDNN'S 

RACE 1 
bPACE 

A U.S.-SOVIT SPAQ RAd SIMULATION 




MS-DOS Screens Pictured. 


Buzz Aldrin’s Race Into Space™ offers 
twenty different approaches to the moon. Do 
you follow history or do you cut your own path 
to glory? Will the United States land on the 
moon first? Or will the Russians continue to 
dominate space and plant the red flag on lunar 
soil first? 

Do You Have The Right Stuff? 

Buzz Aldrin’s Race Into Space™ includes: 

■ Ability to select from over 30 types of space 
hardware and over 300 space missions 

■ Over 1 000 historical photos and digitized 
animations 

■ Twen ty varied approaches to land on the moon 

■ Play the U.S. or Soviets with a human or 
computer opponent 

■ Rescue stranded astronauts 

■ Nine levels of difficulty 

■ Complete astronaut history 

■ Full musical score and sound effects 

■ Excellent repbyability and educational value 


To Order Buzz Aldrin’s Race Into Space T 
call 1'800'969-GAME, or see your local 
retailer. Coming soon 
on MS-DOS and 
the Amiga. 


Created by Fritz Bronner. 
Programmed by 
Michael K. McCarty. 



Interplay Productions 
3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 


© 1 992 Strategic Visions, Inc. All rights reserved. Buzz Aldrin’s Race 
Into Space™ is a trademark of Interplay Productions, Inc. MS-DOS and 
Amiga are trademarks of their respective corporations. 







SHADOW PRESIDENT 






The main screen 
in Shadow 
President is 
attractively 
designed, 
offering easy 
access to every 
function you 
need to per- 
form as chief 
executive. 


II 

t is June 1, 1990. The Ber- 
lin Wall is falling. The Middle 
East is about to Explode. No 
one has heard of "Desert 
Storm." No one would believe 
a Soviet Coup. Welcome to 
your first day on the job." 

Thus begins Shadow Presi- 
dent, the first PC offering from 
a new company named D.C. 
True, Ltd. (as in "Dreams 
Come..."). The timing of this 
release, at the start of the most 
volatile and surprising presi- 
dential election in many years, 
couldn't be better. After all, 
who among us hasn't thought, 
at some time or another, that 
we could do a better job than 
whoever is in the Oval Office? 

This simulation 
gives you a 
chance to try, 
but it does even 
more: it teaches 
you much 
about the dy- 
namics of geo- 
politics while 
also providing a richly enter- 
taining gaming experience. 

The President's first day 
begins with urgent updates 
from the online World News, 
including one ominous bulle- 
tin about a huge buildup of 
forces on the Iraq-Kuwait bor- 
der. You call a meeting of the 
Cabinet and receive reports 
from each member, from the 
White House Chief of Staff to 
the Press Spokesperson. 

Call upon the Shadow 
Network for your raw intelli- 
gence data and for insights into 
trends, developing crises, and 
possible eventualities. Access- 
ing this database can some- 
times give you a creepy sensa- 
tion of having actually hacked 
your way into a secure gov- 
ernment network, so plausible 
and fine-grained is the flow of 
information. 

Text screens offer back- 
ground data on different coun- 
tries and their situations, all 


WILLIAM R. TROTTER 


courtesy of the June 1990 edi- 
tion of the entire 600-page CIA 
World Factbook, a very real refer- 
ence source which would cost 
you about $1 50 if you sent off to 
Washington for a copy. The 
detail of this information, and 
its accuracy (at least, as of the 
time the game begins), is im- 
pressive, to say the least. Want 
to know the phone number for 
the Uruguayan Embassy? It's 
here. 

Map screens are as well 
designed as data screens, en- 
abling you to zoom in instantly 
on a country or a region, and 
presenting you with a beauti- 
fully designed graphic icon that 
shows you at a glance how pros- 
perous and powerful that na- 
tion happens to be. 

Shadow President doesn't 
wimp out and consistently re- 
ward cautious, gradual, let's- 
please-everybody policies — al- 
though that is certainly a valid 
way to play the simulation. In 
this game, decisive, even un- 
popular, actions are often called 
for as the best long-term re- 
sponse to a challenge. You can 
also play "Mad Dog" if you 
wish, until the consequences of 
your acts catch up to you, by 
doing irrational things like 
dumping $100 billion in mili- 
tary aid on Iceland or firing off 
a few nukes in the general di- 
rection of Libya. Oh, you won't 
get reelected, and in some ex- 
treme scenarios you may even 
be assassinated, but you'll tear 
up the pea patch while it lasts. 



This stunning graphic sequence 
appears when you decide it's time to 
"press the button." 



A friendly tutorial makes learning 
the interface a breeze. 


How do you "win" this 
simulation? That depends on 
your agenda. Is your primary 
purpose simply to win reelec- 
tion, or do you burn with mes- 
sianic zeal to feed the world's 
hungry and improve the qual- 
ity of life for all? Perhaps your 
highest goal is to increase the 
strength of the U.S. economy — 
in which case, your decisions 
would obviously be very dif- 
ferent from the ones you would 
take if you were obsessed 
mainly with rolling back Com- 
munism and furthering Ameri- 
can political philosophy abroad . 

In terms of game design. 
Shadow President is a very classy 
product. Despite the vast tides 
of data flowing like magma be- 
neath the surface of the game, 
the interface is wonderfully 
clean and logical. The graphics 
are colorful and often quite 
dramatic (there's an absolute 
knockout sequence when you 
decide to "go nuclear!"). 

Obviously, Shadow Presi- 
dent won't appeal to those crav- 
ing lots of animated battlefield 
pyrotechnics, but the intellec- 
tual action is first-rate. W e were 
deeply impressed by the depth 
and richness of this game; it has 
a texture that' s almost palpable, 
coupled with a handsome and 
extremely friendly design. 

Quite an auspicious debut 
for D.C. True! 

GP 


Hardware requirements: 
640 K RAM; VGA and EGA 
graphics; supports ex- 
panded or extended mem- 
ory if available; hard disk 
required; supports all major 
sound cards; mouse re- 
quired. 




RAMPART 


JEFF LUNDRIGAN 


A 

/ \ t a time when games are 

becoming increasingly so- 
phisticated and realistic. Ram- 
part is almost a throwback. 
With its simple concept, 
graphics, and game control, the 
game looks and plays like 
something you might have 
seen about ten years ago. 

But looks can be deceiv- 
ing. Rampart is a 90's original, 
and the key to its success has 



Propaganda balloons give you control 
over one of the enemy's guns. 


less to do with the sophistica- 
tion of its graphics than with 
its intuitive appeal. The game 
pits you against one or two 
opponents in a contest of strat- 
egy and skill that's as simple as 
it is addictive: destroy him be- 
fore he destroys you. 

There are a few quirks in 
the PC translation from Elec- 
tronic Arts not found in the 
arcade and videogame ver- 
sions, but game play is essen- 
tially the same. You and your 
opponent (or opponents — up 
to three human players are 
permitted) are given nearly 
identical areas of land with 
several castles. Each player 
chooses a castle, around which 


a protective outer wall is 
placed, then places a battery 
of cannons within the wall. 
Next comes the fun part — 
during the next 15 seconds the 
players use those cannons to 
blow holes in each other's for- 
tifications. 

But there's a price for that 
fun, and that's where the real 
challenge of Rampart lies. 
You're each given variously 
shaped wall segments which 
you use to repair, as best you 
can, gaps caused by enemy 
shelling. (You can also use 
them to expand your kingdom 
to include more territory and 
castles.) The blocks resemble 
those like you'd find in Tetris, 
and you often have to work 
with blocks that simply can't 
be used to repair damage. And 
if you can't fill all the gaps 
before time expires, you either 
lose or start over with a single 
castle and minimal artillery. 

If you manage to patch 
together a complete wall, 
you're given more cannons to 
place, depending on how 
much area (and / or additional 
castles) you're able to enclose. 
Then you both start shooting 
again. It's great stuff, the sort 
of design that offers both an 
amazingly short learning 
curve and plenty of 
replayability. 

There's also a one-player 
game in which you battle a 
fleet of computer-controlled 
ships. It's extremely challeng- 
ing (the computer's 
armada receives 
bountiful reinforce- 
ments after each 
battle segment), but 
it doesn't have 
nearly the appeal of 
squaring off against 
a human opponent. 

One of the twists 
in the PC version 
comes in the "en- 
hanced" mode, in 
which you have the 



Lose the battle and you'll be swimming with the 
sharks. 



option of trading in some of 
your newly acquired cannons 
for other items. For the price of 
three cannons, you can pur- 
chase a "propaganda balloon," 
which flies over 
enemy guns (or 
ships) and drops 
leaflets which 
convince the 
crew of one of 
them to work for 
your side, giving 
you control of 
one of the enemy's guns for 
that round. Four cannons will 
buy you a Super Gun, which 
fires incendiary shells that 
leave burning holes in the 
ground. The craters can't be 
built on for three turns, mak- 
ing it extremely difficult to 
patch holes in fortifications. 

Finally, the enhanced 
mode scatters civilian huts 
around your territory. If you 
enclose a hut within your castle 
walls, it causes ground troops, 
or "grunts," to appear in your 
enemy's territory. These have 
a nasty habit of clustering 
around unprotected castles and 
destroying them, and they can't 
be built over either. They can 
be destroyed by cannon fire, 
but if your opponent is shoot- 
ing at them, he isn't shooting at 
you. 



The two-player 
game is far more 
satisfying than 
going against 
the computer- 
controlled fleet. 


Play control is a little slug- 
gish, especially with joysticks. 
But you do have the option of 
using a mouse, and if you've 
got a decent one it's the ideal 
way to play the one-player 
game; in two-player mode, one 
competitor must use a joystick 
or the keyboard. 



EP 


Hardware requirements: 
640 K RAM; EGA, MCGA, 
VGA graphics; hard disk 
required; supports AdLib, 
SoundBlaster and Roland 
MT -32 sound cards; supports 
joystick and mouse (recom- 
mended). 
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CHIPS & BITS INC GAME SOFTWARE CALL 800 753 GAME 


IBM WARGAMES 


IBM WARGAMES 


IBM STRATEGY 


IBM STRATEGY 


IBM ADVENTURE 


IBM ADVENTURE 


IBM TRADITIONAL 


IBM SPORTS 


Action North Atlantic 

$26 

Pacific Storm Solomons 

$36 

Centurion 

$19 

Star Control 2 

$37 

King's Quest 6 vga 

$45 

Where Time CSD 

$30 

Trump Castle 3 

$34 

Hole in One Course Disk $ 7 

Action off River Plate 

$26 

Panzer Battles 

$22 

Civilization 

$39 

Starfleet 1 

$17 

KGB 

$19 

Wierd Dreams 

$12 

Video Poker by Masque $12 

Indianapolis 500 

$17 

Action Stations 

$29 

Patriot 

$44 

Civilization Master Ed. 

$45 

Starfleet 2 

$38 

LA Law 

$34 

Wonderland 

$19 

Video Poker DOS/WIN 

$34 

International Sports Ch 

$29 

Action Stations Scenario $14 

Patriot Editor 

$27 

Command HQ 

$19 

Strategic Forces 

$19 

Lane Mastodon 

$ 9 

Zak McKracken w/HB 

$18 

Waynes World 

$26 

J Conners Pro Tennis 

$32 

Air Raid Pearl Harbour 

$26 

Patton Strikes Back 

$27 

Conquered Kingdoms 

$36 

Sword of Aragon 

$28 

Laura Bow 2 

$39 

Zeliards 

$15 

Welltris 

$21 

Joe Montana Football 

$31 

Amer Civil War 1 - 3 Ea 

$22 

Prelude to Jutland 

$26 

Conquest of Japan 

$32 

Task Force 1942 

$39 

Leather Goddesses 2 

$42 

Zombie 

$12 

Wheel of Fortune 1-3 Ea $10 

John Elway’s QB 

$ 6 

Banzai 

$19 

Red Lightning 

$12 

Control of the Seas 

$32 

Theatre of War 

$32 

Legend of Kyrandia 

$35 

IBM TRADITIONAL 

Wheel of Fortune Gold 

$15 

Lakers v Celtics 

$17 

Battle of the Atlantic 

$36 

Return to the Falklands 

$28 

Crisis in the Kremlin 

$42 

Theatre Sets 

$21 

Leisure Suit Lrry 1 vga 

$17 

3D Pool 

$12 

Wordtris 

$27 

LH 3 in 1 Football 

$36 

Battle of Austerlitz 

$12 

Rising Sun 

$26 

Dark Star 

$36 

Traders 

$29 

Leisure Suit Lrry 2, 3or5 $34 

3 in 1 Players Pack 

$19 

Wrld Chmp Backgammn $24 

LH Boxing 

$36 

Battle Stations 

$26 

Rommel at El Alamein 

$36 

Diplomacy 

$25 

Utopia 

$31 

Leisure Suit Lrry Bundle $39 

Acquire 

$15 

Wrld Chmp Cribbage 

$24 

LH College Basketball 

$36 



In 'THE LEGEND 
OF KYRANDIA' 

you travel in a land 
where magic is real. 
A land of dark and 
mysterious forests, 
sleeping dragons, 
breath-taking 
beauty, and secrets 
to reveal. Features 
realistic animation, 
VGA graphics, el- 
egant point and 
click interface, and 
an orchestrated 
soundtrack. $35 


Discvry Steps Columbs $34 


FireTeam Const Kit $25 


Global Conquest $39 

Global Effect 
Gold of the Americas $19 


Imperium 

Inindo 


Koshan Conspiracy $32 



Amarillo Slim Poker $12 

Backgammon WIN $19 

Battle Chess 1 or 2 $29 

Battle Chess 4000 $36 

Blackjack DOS/WIN $16 

Bridge 7 $31 

Bridgemaster $29 

Capstone CD Collection $45 

Casinos of the World $29 

Centerfold Squares $21 

Check Mate DOS/WIN $36 

Chessmaster 3000 $32 

Chessmaster 3000 WIN $38 





TASK FORI! 

:i; 


SURFACE XSVit M OOK IN THE SOUTH PACIFIC 


Chess Net WIN 


$19 


$26 

$37 


Chess X Collossus $17 

Classic 5 $32 

Clue Master Detective $15 

Crossword Magic $29 


'TASK FORCE 
1942' gives you a 
chance to command 
a fleet of destroyers, 
cruisers, and battle- 
ships against ag- 
gressive enemy 
forces in the South 
Pacific. Features night 
combat, realistic 
weather conditions, 
blinding explosions, 
flares, torpedoes, 
ability to send or- 
ders to ships & con- 
voys, and VGA 
graphics. $39 


Battles of Napoleon 

$24 

Rommel at Gazala 

$36 

Legions of Krella 

$38 

Viking Fields of Conqst 

$37 

Light Quest 

$32 

Dealers Choice Poker 

$29 

IBM SPORTS 


LH Full Count Baseball 

$36 

Battleship Bismark 

$26 

Rommel North Africa 

$24 

Lemmings 

$32 

Visions of Aftermath 

$12 

Loom 

$19 

Dr Thorp's Blackjack 

$32 

4D Boxing 

$17 

LH Hockey 

$36 

Battle Tank Barbarosa 

$36 

Rorke’s Drift 

$34 

Lemmings Data Disk 

$19 

Warlords 

$24 

Lost in LA 

$37 

Ewd O'Thorpe Blackjack 

$12 

4th & Inches 

$ 6 

LH Pro Basketball 

$36 

Battle Tank Kursk 

$39 

Second Front 

$36 

L’Empereur 

$37 

Warlords 2 

$42 

Lst Files Sherlock Hlms 

$38 

Electric Jigsaw 

$12 

ABC Boxing 

$32 

LH Team Disks 

$16 

Blitzkrieg Ardennes 

$24 

Seventh Fleet 

$36 

Liberty or Death 

$37 

Worlds at War 

$24 

Lost Treasures Infocom 

$42 

Faces: Tetris 3 

$15 

ABC Mon Night 

$34 

LH League Leaders 

$16 

Borodino 

$30 

Stalingrad Campaign 

$36 

Lost Admiral 

$24 

IBM ADVENTURE 

Lost Treasures lnfocom2 $32 

Femmes Fatale 

$26 

All American College Fb $36 

LH Utility Disks 

$16 

Bravo Romeo Delta 

$34 

Storm Across Europe 

$12 

Lost Admiral Scenario 

$23 

Advnts Willie Beamish 

$34 

Magnetic Scrolls Bundle $24 

Femme Fatale DD 1-3 

$18 

All Star Sports Pak 

$34 

Links Golf 

$29 

Campaign 

$29 

Third Reich 

$27 

Lost Admiral Enhanced 

$38 

Advnts Willie Beamish 2 $39 

Manhunter NY 

$28 

Games People Play 

$27 

APBA Baseball 

$28 

Links Golf WIN 

$39 

Carriers at War 

$39 

To The Rhine 

$36 

Medieval Lords 

$14 

Altered Destiny 

$34 

Manhunter SF 

$15 

GO Master 5 Dlx 

$109 

APBA Encyclopedia 

$34 

Links Course 1 -6 Ea 

$17 

Carrier Strike 

$42 

Typhoon of Steel 

$12 

Medieval Warriors 

$15 

An American Tail 

$26 

Maniac Mansion 

$18 

GO Master 5 Dlx WIN 

$109 

APBA General Manager 

$29 

Links 386 Pro 

$42 

Charge Light Brigade 

$34 

UMS 2 

$19 

Mega Lo Mania 

$31 

Castle of Dr Brain 

$29 

Martian Memorandum 

$37 

GO Joseki Genius 

$39 

APBA Micro Manager 

$32 

Links 386 Course Disks $20 

Civil War SSI 

$42 

UMS 2 Civil War 

$24 

Mercenaries 

$38 

Castle of Dr Brain 2 

$29 

Mean Streets 

$37 

GO Junior 

$19 

APBA Stat Master 

$29 

Low Blow 

$12 


Conflict: Korea $36 
Conflict: Middle East $36 
Conflict in Vietnam $12 
Decision at Gettysburg $29 
Dreadnoughts $42 

Dreadnoughts: Bismark $29 
Dreadnoughts: Ironclads $29 
Fall Gelb $36 

Fifth Eskadra $36 

Fire Brigade $34 

Fleet Med $36 

German Raider Atlantis $26 
Gettysburg:Turning Pnt $36 
Golan Front $36 

Grand Fleet $36 

Great Naval Battles $45 
Grey Seas, Grey Skies $36 
Halls of Montezuma $24 
Harpoon $25 

Harpoon Set 2 or 3 $19 



$24 

$27 


Harpoon Set 4 
Harpoon Editor 
Harpoon Challenger Pak $42 
Harpoon Designr Series $32 
In Harms Way $36 

Kampfgruppe $37 

Kriegsmarine $39 

Kursk Campaign $36 
MacArthur’s War $29 
Main Bttle Tank C Grm $36 


UMS 2 Desert Storm $24 

UMS 2 Planet Editor $28 

V for Victory $44 

War in the Falklands $26 

Warship Changed Hist $26 

Waterloo $12 

Western Front $36 

White Death $24 

IBM STRATEGY 
A Train $42 

Air Bucks $34 

Ancient Art War at Sea $29 



Main Bttle Tank N Grm $36 

Main Bttle Tank ME $36 

Malta Storm $36 

Man of War $36 

Mare Nostrum $26 

Marianas Turkey Shoot $28 

Midway $26 

Moscow Campaign $36 

Northern Fleet $36 

Operation Overlord $36 

Pacific Storm Midway $36 


Armada 2525 $32 

Bandit Kings of China $37 

Battle Isle $32 

Big Business $24 

Breach 2 Enhanced $19 

Breach 2 Scenario Disk $15 

Buzz Aldrin Race to Spc $42 

Carrier Command $ 9 

Castles $36 

Castles Diski $19 

Castles 2 $36 


'AMAZON' re- 
captures the fun of 
the 1950's drive-in 
movies. Travel to 
unexplored regions 
oftheAmazon, fight 
10 foot ants, and 
find emeralds sto- 
len byCortez. Amaz- 
ing ci nematic effects 
such as multiple 
camera angles, 
flashbacks, zooms, 
pans, & fades. Fea- 
tures full digitized 
voices & sound ef- 
fects. $39 

Merchant Colony $34 
Millenium $24 

New World Order $38 
Nobunaga 1 $37 

Nobunaga 2 $37 

Nuclear War $12 

Objection $34 

Objection Enh $89 

Omega $30 

Operation Combat $12 
Overlord $24 

Pacific Theater of Oper $42 
Paladin 2 $34 

Perfect General $38 
Perfect General Disk 2 $23 
Populous $17 

Populous 2 $38 

Power Monger $34 
PowerMonger WW1 $21 
QQP Bundle $59 

Railroad Tycoon $34 
Rampart $27 

Reach for the Stars 3 $19 

Realms $29 

Renegade Legion Intrcpt $12 
Revolution 76 $29 

Rider of Rohan $19 
RoboSport WIN $37 
Romanc3Kngdm1or2 $42 
Rules of Engagement $37 
Rules of Engagement 2 $38 
Second Conflict WIN $34 
Seven Cities Gold 2 $38 

Siege $38 

Sim Ant $37 

SimCity $29 

SimCity for Windows $37 
SimCity Graphic 1 or 2 $23 
SimCity Terrain Editor $15 
SimEarth DOS/WIN $41 
Star Control $29 


Code Name: Iceman $15 

CodeName : Iceman 2 $39 

Colonel Bequest $15 

Conquests of Camelot $15 

Conquests of Longbow $39 

Conspiracy Deadlock $34 

Countdown 
Covert Action 


$37 

$29 


Crime Does Not Pay $29 


Crime Wave 


$37 


Cruise for a Corpse $34 


Cybercon 3 
Dark Half 


$29 

$36 


Deja Vu 2 Lost in LV $12 


Die Hard 
Don’t Go Alone 
Earthrise 


$28 
$ 6 
$ 9 


East v West:Berlin '48 $ 9 


Mixed Up Mthr Goose $29 

Mixed Up Fairy Tales $29 

Oregon Trail $28 

Out of this World $36 
Plan 9 from Outer Space $31 
Police Quest 1 $24 

Police Quest 2 or 3 $34 

Prince of Persia $25 
Rex Nebular Cos Gen B $39 
Riftwar Legacy $39 

Rise of the Dragon $34 

Rocketeer $32 

Search for the King $24 
Secrt Monky Islnd 1 $23 

Seed Monky Islnd 2 $38 

Sex Olympics $24 

Sex Vixens from Space $1 2 
Sierra Adventure Bundle $39 



'RIFTWAR LEGACY' is a Fantasy roleplaying game based on 
the Riftwar novels. Features smooth, realistic animation, ad- 
vanced combat intelligence, multiple paths with different con- 
clusions, and hundreds of objects and spells. $ 3 9 


Eco Quest 1 
Felony 
Free DC 
Future Wars 


$34 
$ 6 
$24 
$28 


Galleons of Glory $24 


Gateway 
Godfather 
Gold Rush 
Grail Quest 
Hare Raising Havoc $32 

Harley Davidson $12 

Heart of China 


$36 

$32 

$15 

$27 


Shogun $12 

Space Quest 1 $19 

Space Quest 2 $15 

Space Quest 3 $34 

Space Quest 4 or 5 $39 

Space Quest Bundle $39 

Spacward Ho! $38 

Spellcasting 101 $19 

Spellcasting 201 $36 

Spirit of Excaliber CD $24 
Startrek 5 



'MERCENARIES' lets you command a group of soldiers on 
interplanetary combat missions. Each mercenary, civilian, and 
alien has their own personality. Produce your own missions 
with the built in scenario editor. $38 


Heimdall $19 

Hostage $ 9 

Indy Jones LCrsdvga $27 

Indy Jones Fate Atlantis $38 

Jack the Ripper $38 

James Bond Stealth Aff $34 
King’s Quest 1 Enhncd $34 
King’s Quest 2 or 3 $15 

King’s Quest 4 $34 

King’s Quest 5 vga $39 
King's Quest 5 WIN CD $42 


Star Trek Next Generatn $46 
Time Quest $19 

Train $ 6 

Uninvited $ 9 

Universe 1 -3 Ea $34 
War in Middle Earth $15 
Where Amrcas Pst CSD $37 
Where Europe CSD $30 
Where USA CSD $30 
Where World CSD $27 
Wher Wrld CSD Dlx CD $64 


GO Master 5 DOS/WIN $39 

GO Scribbler $34 

GO Tactical Wizard $39 

Grand Slam Bridge $17 

Grand Slam Bridge 2 $32 

Home Alone 2 $26 

Hong Kong Mah Jong $32 

Hoyle’s Games 1 or 2 $21 

Hoyle’s Games 3 or 4 $29 

Ishido $17 

Jeopardy lor 2 $10 

Jigsaw Pinups $24 

Jones in the Fast Lane $24 

Lotto Gold $29 

Lexicross $24 

Monopoly $24 

Omar Sharif on Bridge $37 

Penthouse Jigsaw $24 

Pictionary $19 

Pinball WIN $29 

Planet of Lust $19 

Prime Time Hits 1 or 2 $25 

Rack’em $12 

Risk $24 

Risk WIN $29 

Sargon 4 or 5 $34 

Scrabble Deluxe $24 

Shanghai 2 $24 

Shogi Master $34 

Solitaire Royale $19 

Solitaires Journey $36 

Sorry $15 

Stratego $31 

Strip Poker 3 $31 

Strip Poker Data 1-5 Ea $19 

Super Jeopardy $27 

Super Tetris $29 

Terminator Chess $34 

Tetris $21 

Tetris Classic $27 

Trump Castle 2 $24 


Madden Football $17 
Madden TD 89 & 90 $18 

Madden Football 2 $32 

Magic Johnson Fst Brk $ 6 
Mario Andretti Racing $17 
ML Basbll 4 USA Today $31 
ML Basbll Mngr's Chllng$19 
ML World Series Disks $17 
ML TD 1982 -1990 Ea $17 
ML All Stars $17 

ML Franchise Disks Ea $20 
ML Basketball $28 
ML Personal Pro Golf $28 
ML Football Deluxe $39 
Michael Jordan Fit Sim $44 
Mike Ditka Football $32 
Mini Putt $ 9 

NASCAR Challenge $31 


APBA Wizard $29 

APBA 1908 - 91 Ea $21 

APBA Basketball $28 

APBA Bowling $19 

APBA Football $49 

Basketball Challenge $28 

B ball Ch. 1987- 88 Ea $13 
B ball Ch. 1989- 90 Ea $17 
Bo Jackson Baseball $32 

Cycles Grand Prix $28 

Daily Double Horse $19 NFL Challenge 

Days of Thunder $24 NFL Football 


$60 

$15 


NFL Challenge 
NFL 1984- 1987 Ea 
NFL 1988- 1991 Ea $22 

NFL Preseason Disk $22 

NFL All Star Teams $22 

NFL College Alumni $22 

NFL Dream Teams $20 

NFL Greatest Teams $22 

NFL Roster Editor $20 

NFL Situation Editor $20 

$59 
$31 
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Dirk’s Baseball Encyclpd $19 

Fast Break $ 6 

Games Winter Chllng $34 

GFL Champ Football $ 9 

Grand Prix Circuit $17 

Greens $34 

Gretsky Hockey 2 $34 

Gretsky League $26 

Hardball 2 $28 

Hardball 3 $34 

Hole in One Mini Golf $12 


•JOHN MADDENI 
FOOTBALL 2‘ im- 
proves on one of the 
most popular foot- 
ball games available 
with a new 3D per- 
spective, play-by- 
play analysis, an 
icon menu, instant 
replay, and even 
help from Madden 
himself. Other fea- 
tures include player 
ratings, match-ups 
injuries, field con- 
ditions, & ability tol 
design plays. $32| 

NFL Proleague Football $19 
Nicklaus Signature Edit $39 
Nicklaus SE Clip Art $24 
Nicklaus Greatest 18 $27 

Nicklaus Unlimited Golf $27 
NG Clip Art $17 

NG Course 1-5 $15 

Over the Net Volleyball $24 
Pete Rose Baseball $ 9 
PGA Tour Golf $32 
PGA Tour Golf WIN $38 



IBM AMIGA MACINTOSH GAMES AND HINT BOOKS FOR LESS 










THE g ffcFS OF COl.UM lil ' 


Heart of China 
Hero’s Quest 1 - 3 Ea 
Immortal 

Indy Jones Lst Crsade 
Indy Jones Fate Atlantis 
Jetfighter 2.0 
King’s Quest 1 - 5 Ea 
Leisr Suit Larry 1 - 5 Ea 
Lemmings w/Disk 
Loom 

Lord of the Rings 1 


$17 

$45 

$29 

$24 

$37 

$12 

$12 

$15 

$15 

$34 


$37 
$15 
$32 
$14 
$ 6 
$29 
$19 
$15 
$15 
$15 
$17 
$16 
$34 
$28 

$10 

$10 

$16 

$10 

$10 

$10 

$10 

$16 

$10 

$10 

$10 

$10 

$10 

$10 

$10 

$10 

$10 

$16 

$10 

$10 

$12 

$10 

$10 

$10 

$16 

$10 

$16 


$10 

$10 

$10 

$10 

$10 

$16 

$10 

$10 

$21 

$10 

$10 


IBM SPORTS 

PGA Tour Golf Disk 1 
PGA Tour Golf Ltd Edt 
Playmaker Football 
Pro Football Analyst 
Road to the Final Four 
Reel Fish’n 
Serve & Volley 
Skate or Die 
Sport of Kings 
Summer Challenge 


Super Car Pack 
Team Suzuki 
Tennis Cup 
Tie Break Tennis 
TKO Boxing 
Tom Landry Football 
Tony LaRussa Basebll 
T LaR Fantasy Managr 
T LaRussa Stadiums 
T LaR Teams1901-68 
Weaver Baseball 2.0 
Weaver Commisnr 2.0 
World Circuit 
World Class Soccer 
HINT BOOKS 
Advnturs Willy Beamish 
Altered Destiny 
A Train 

Bard’s Tale 1 - 3 Ea 
Buck Rogers 1 or 2 
Castle of Dr Brain 
Champions of Krynn 
Civilization 
Code Name Iceman 
Colonel Bequest 1 or 2 
Conquests of Camelot 
Conquests of Longbow 
Curse of Azure Bonds 
Dark Queen of Krynn 
Death Knights of Krynn 
Dragon Wars 
Drakkhen 

Dynamix Great War Pin 
Elvira 1 or 2 
Eye of Beholder 1 
Eye of Beholder 2 
Fountain of Dreams 
Free DC 

Gateway Savage Frntr 
Gunship 2000 
Hard Nova 
Harpoon Battlebook 


HINT BOOKS 

Lord of the Rings 2 
Lost in LA 

LucasArts Adventure 
Magic Candle 1 or 2 
Manhunter NY or SF 
Maniac Mansion 
Martian Dreams 
Matrix Cubed 
Might & Magic 1 
Mights Magic 2 


IBM AD & D 

ADD Collector's Ed 2 
ADD Starter Kit 
Champions of Krynn 
Curse of Azure Bonds 
Dark Queen of Krynn 
Death Knights of Krynn 
Dragon Strike 
Dragons of Flame 
Eye of the Beholder 
Eye of the Beholder 2 
Gateway Savge Frontr 
Heroes of the Lance 
Pool of Darkness 
Pool of Radiance 
Secret of Silver Blades 
Shadow Sorcerer 
Tales Magic: Prophcy S $38 
Treasurs Savage Frontr $32 
War of the Lance $ 9 
IBM ROLE PLAYING 


$45 

$45 

$19 

$15 

$32 

$20 

$15 

$12 

$19 

$38 

$32 

$12 

$38 

$15 

$15 

$15 


Might & Magic 3 or 4 $16 

Official Sierra Hint Bks $12 
Planet’s Edge $16 

Police Quest 1 - 3 Ea $10 
Pool of Darkness $12 
Populous 1&2 Officl Str $16 
Power Monger $10 
Power Mngr Strategy Bk $16 
Prophecy of the Shadow $12 
Quest for Clues 2, 3or4 $21 
Quest for Glory 1 -3 Ea $10 
Railroad Tycoon $10 


$28 
$31 
$15 
$19 
$32 
$19 
$12 
$31 
$32 
$12 
$15 
$12 
$ 9 
$30 
$32 
$37 


2400 AD 
Bad Blood 
Bard’s Tale 1 
Bard’s Tale 2 
Bard's Tale 3 
Bard’s Tale Cnstrctn St 
Battletech 1 
Battletech 2 
Black Crypt 
Blade Warrior 
Bloodwych 
Buck Rogers 1 
Captain Blood 
Captive 
Celtic Legends 
Champions 
CHARACTR EDITORS $16 
Conan $19 

Corporation $19 

Cybergenic Ranger $32 
In 'DISCOVERY 
IN THE STEPS 
OF COLUMBUS' 
you explore new 
worlds, battle pi- 
rates, create cities 
and trade with other 
countries to further 
your empire. Fea- 
tures 6 new worlds 
to discover, land & 
sea combat, 8 ship 
types, 4 different 
maps, 5 competing 
nations, and a 
simple point and 
click interface. $34 


Blockbuster 

$ 6 

Blockout 

$28 

Brain Blaster 

$28 

Colorado 

$6 

Continuum 

$29 

Cool Croc Twins 

$24 

Crackdown 

$17 

Dark Century 

$27 

Day of the Viper 

$19 

D Generation 

$32 

Dig Dug 

$ 6 


IBM ACTION /ARCADE 


Dr Doom’s Revenge $ 9 

Dragon’s Lair 1 $24 

Dragon's Lair 2 $34 

Drgn's Lair Singe Cstl $34 

Fascination $24 

Freakn Funky Fuzzballs $19 
Galaxian $ 6 

Gauntlet 1 or 2 $ 9 

Gobliiins $24 

Gold of the Aztecs $29 


$15 

$43 

$46 

$39 


IBM HARDWARE 

Ad Lib Sound Card $49 
Ad Lib Gold 1000 $179 

Adlib Progrmrs Manual $27 
Adlib Surround Sound $64 
Adlib Telephone Module $64 
Ad Lib Visual Composr $75 
Ad Lib Speakers 
Flight Stick 
Flight Stick w Falcon 
Game Card 3 
Gravis Ultraound Board $149 
Champ Joystick $24 
Maxx Control Yoke $59 
Maxx Rudder Peddals $39 
Mouse 3 Button $29 
Pro Audio Spectrum 16 $229 
Pro Audio Spctrm Plus $179 
Sound Blaster $99 

Sound Blaster Pro $189 
Sound Blstr Pro Basic $159 
Snd Blaster Speakers $15 
Snd Blaster Voice Edtr $54 
Sound Star Snd Board $14 
Thrustmaster Joystick $69 
Thrustmstr Pro Joystick $109 
Thrustmstr Weapn Cntrl $79 
Thunder Board SndBrd $84 
Thunder Board WIN $109 
Thunder Board Spkrs $15 
Video Blaster $349 

IBM SIMULATION 


688 Attack Sub 
A10 Avenger 
A10 Tank Killer 1.5 
Aces of the Pacific 
Aces Pacific Mission 1 
Aces Pacific Mission 2 
Aces over Europe 
Aces Europe Mission 1 
Aces Europe Mission 2 


$19 

$46 

$34 

$42 

$27 

$27 

$46 

$27 

$27 


AH 64 Helicopter 

$46 

Air Force Commander 

$34 

Allied Forces Bundle 

$29 

Armor Geddon 

$29 

ATAC 

$29 

ATP 

$37 

B1 7 Flying Fortress 

$39 

Battle Command 

$19 

Battlefield 2000 

$37 

Birds of Prey 

$32 

Blue Max:Aces WW 1 

$12 

Campaign: Strat Flight S $37 

Car and Driver 

$38 

Cardinal of the Kremlin 

$27 

Carrier Command 

$12 

Conqueror Multi Tank 

$16 

Crash Course 

$ 6 

Design yr own Railroad 

$29 

Dynamics Bundle 

$39 

Elite Plus 

$19 

Eye of the Storm 

$29 

F117A Nighthawk 

$42 

FI 4 Tomcat 

$19 

F15 Strike Eagle 2 

$19 

F15SE2 Scenario Disk 

$17 

FI 5 Strike Eagle 3 

$44 

FI 9 Stealth Fighter 

$24 

F22ATF 

$39 

F29 Retaliator 

$32 

Falcon AT 

$19 

Falcon 3.0 

$45 

Falcon 3 Scenario 1 

$22 

Flight of the Intruder 

$19 

IBM ACTION /ARCADE 

Volfied 

$24 

Wild Streets 

$31 

Wild Wheels 

$32 

Wrath of the Demon 

$29 

Xenocide 

$12 

XMenl 

$9 

XMen2 

$25 


Cyber Space $29 

Darklands $39 

Drakkhen $37 

Dragon Wars $12 

Dusk of the Gods $29 

Elvira 1 or 2 Ea $29 

Escape from Hell $17 

Fire King $19 

Flames of Freedom $28 

Fountain of Dreams $15 

Four Crystals of Trazere $32 
Hard Nova $17 

Hero’s Quest 1 EGA $21 

Hero’s Quest 1,2 or 3 $34 

Hyperspeed $34 

Immortal $17 

Keys to Maramon $12 

King's Bounty $15 

Knights of Legend $30 

Legend $31 

Lord of the Rings 1 $32 

Lord of the Rings 2 $37 

Loremaster $39 

Lure of the Temptress $37 

M $45 

Magic Candle 1 $12 

Magic Candle 2 or 3 $38 

Matrix Cubed $32 

Mechwarrior $19 

Megatraveller 1 $16 

Megatraveller 2 $19 

Megatraveller 3 $39 

Midwinter 1 $12 

Midwinter 2 $28 

Might & Magic 1 or 2 Ea $12 
Might & Magic 3 $38 

Might & Magic 4 $46 

Mission Impossible $19 

Murder $29 

Obitus $34 

Pirates $ 9 


IBM ROLE PLAYING 


Pirates Gold 

$34 

Planet’s Edge 

$38 

Prophecy 1 

$12 

Questron 2 

$12 

Rings of Medusa 

$24 

Sea Rogue 

$39 

Sentinel Worlds 

$12 

Sleeping Gods Lie 

$29 

Space Hulk 

$38 

Space Inc 

$34 


Space Rogue $30 

Space Wrecked $19 
Spellbound $39 

Spell Jammer $38 

Spirit of Excalibur $19 
Starflight 1 or 2 $17 

Sword of the Samurai $ 9 
Tangled Tales $21 

Terran Envoy $12 

Third Courier $ 6 

Times of Lore $28 

Tunnels & Trolls $12 
Twilight 2000 $34 

Ultima Martian Dreams $37 
Ultima Savage Empire $34 
Ultima Trilogy $35 

Ultima Trilogy 2 $45 

Ultima 1-6 Bundle CD $59 
Ultima 4 or 5 $35 

Ultima 6 False Prophet $39 
Ultima 7 Black Gate $45 
Ultima Stygian Abyss $48 
Uncharted Waters $42 
Vengeance of Excalibur $19 
Windwalker $28 

Wizardry Trilogy $32 

Wizardry 4 $19 

Wizardry 5 $32 

Wizardry 6 Cosmic Frg $37 

Wizardry 7 Crusaders $39 

IBM ACTION /ARCADE 
Airborne Ranger $12 

Amazing Spiderman $ 9 

Arachnaphobia $28 
Artura $ 4 

Back to the Future 2or3 $1 5 
Barbarian $ 9 

Bargon Attack $24 

Bart Simpsn House Wrd $31 
Battle Master $37 

Battlestorm $32 

Bill & Ted’s Excllnt Adv $19 


Super Off Road 

$15 

Super Pac Man 

$ 9 

Super Space Invaders 

$25 

Taking of Beverly Hills 

$24 

Teenage Mtnt Nnja Trtl 

$25 

TMNT Manhattan Miss 

$31 

TMNT Arcade 

$24 

Terminator 

$34 

Troika 

$19 

Vaxine 

$24 

Viking Child 

$32 


IBM SIMULATION 


Flight Simulator 4.0 $39 

Aircraft Scenry Design $35 

Flight Planner $24 

New Facilities Locator $27 

Sound, Graphics Upgrde $27 
Fly Grand Canyon 3D $45 

Gunboat $33 

Gunship $12 

Gunship 2000 $39 

Harrier Combat Sim $ 6 


IBM SIMULATION 

S Weapons Exp3He1 62 $21 
S Weapons Exp4 Do335 $21 


Shuttle $29 

Silent Service 2 $34 

Stormovik $15 

Strike Aces $19 

Strike Commander $45 

Stunt Driver $15 

Tank $37 

Team Yankee $34 




'AIR BUCKS' is your chance to build an airline from the ground up. 
Starting with $100,000 and a DC3, you must decide which routes to 
cover, where to locate your hub, which planes to buy. Changing world 
map, 1 to 4 players, and a point &click interface. $34 


Heatwave $25 

Heros of the 357th $32 

Hoverforce $31 

Hunt for Red October $22 
Hyperspeed $34 

Jet Fighter 2 $39 

Jet Fighter 2 Missn Disk $19 
Knights of the Sky $29 
Land, Sea & Air Bundlel $39 
Land, Sea & Air Bundle2 $39 
LHX Attack Chopper $17 
Life & Death 1 or 2 $24 


bring down 
evil Lord Xeen. 
Featuresfull256color 
support, full 
screen animation, 
animated icons to 
warn of danger, auto- 
mapping, point & 
interface, digi- 
speech, sound 
& musical 
$39 


Team Yankee 2 $29 

Test Drive 2: Collection $29 

TD2 Data Disks 1-4 Ea $15 

Test Drive 3 $29 

TD3 Road & Car Disk $19 

TFH & BH1942 $44 

Thunderhawk $24 

Thunderstrike $27 

Top Gun Danger Zone $31 

Tracon DOS/WIN $34 

Tracon 2 $29 

Tracon 2 WIN $34 

Ultrabots $37 

Vette $29 

Virtual Reality Studio $49 

Wing Commander 1 $39 

WC1 Secret Mission 1 $19 

WC1 Secret Mission 2 $19 

Wing Com 1 Dlx CD $45 

Wing Commander 2 $45 

WC2 Operations Mod 1 $27 

WC2 Operations Mod 2 $27 

WC2 Speach Pack $15 

Wolfpack $15 

Yeager’s Air Combat $38 


Lightspeed $29 

Ml Tank Platoon $34 

Mantis Exprmntl Fghtr $39 

Megafortress $26 

Megafrtrss Mission Disk $26 

Megafortress 3D Editor $27 

Miami Enforcer $39 

Mig 29 Fulcrum $32 

Power Boat Simulator $39 

Rapcon $29 

Reach for the Skies $31 

Red Baron $39 


CHIPS & BITS 

PO Box 234 
Rochester VT 05767 
Fax 802-767-3382 
802-767-3033 
800-753-4263 
GEnie Keyword CHIPS 

We accept Visa, MC &Money 
Orders. COD add $5. Checks 
Held 4 Weeks. Most items 
shipped same day. All shipping 
rates are per order not per item. 
UPS $4: 2 Day Air $6: Mail $5: 
Airmail Canada $6: HI, AK, PR, 2 


Red Baron Mission 1or2 $24 Day Air $12: Airmail Europe $12 
Red Storm Rising $14 first item plus $6 per additional 
Road&Track Grand Prix $37 item. 

Sailing Instructor VGA $239 

Sailing Simulator VGA $42 All Sales Final. Check 
East Coast Voyages $39 compatibility before you 
West Coast Voyages $39 buy. Shipping times not 
Scenery Collection A/B $37 guaranteed. Defectives 
Secret Weapons Lftwff $44 replaced with same product. 
S Weapons Expl P38 $21 Price & availability subject 

S Weapons Exp2 P80 $21 to change. 


Rise of the Dragon $10 

Run 5 Issue 1 - 20 Ea $ 6 

Savage Empire $10 

Secret Mnkylslnd lor 2 $10 

Secret of Silver Blades $10 

Shadow Sorcerer $10 

Simcity/Simearth $20 

Space Quest 1 - 4 Ea $10 

Spellcasting 101 $10 

Spellcasting 201 $10 

Starflight 1 or 2 $10 

Star Trek 25th Anniv $10 


Strategy Plus 3 -1 1 Ea $8 
Strategy Plus 12-22 Ea $5 
Treasures Savage Frntr $10 
Tunnels & Trolls $16 
Ultima 4 - 7 Ea $10 
Ultima Avatar Advntures $14 
Ultima 7 & Underworld $16 
V for Victory $16 

Wizardry 6 Cosmic Frg $12 
Wizardry 7 Crusade $12 
Yeager’s Air Combat $16 


Grave Yardage 
Gremlins 2 
Guy Spy 
Hard Driving 2 
Hare Raising Havoc 
Home Alone 
Killing Cloud 
Knight Force 
Lemmings 
Lemmings Data Disk 
Light Corridor 
Light Quest 
Loopz 

Monty Python 
Ms Pac Man 
M.U.D.S. 

Nevermind 
Night Breed 
NightShift 
Nova 9 
Obi iterator 
Oil's Well 
Orbits 
Pac Man 
Pick N Pile 
Pipe Dream 
Pitfighter 
Powerdrome 
Punisher 
Resolution 101 
Roller Babes 
Rotox 
Savage 

Sierra Arcade Bundle 
Silpheed 

Simpsons Arcade Game 
Sliders 

Space Ace 1 or 2 
Space Wars 
Speedball 2 
Stellar 7 
Stormlord 


$12 
$ 9 
$29 
$38 
$32 
$27 
$19 
$29 
$32 
$19 
$29 
$32 
$24 
$15 
$ 6 
$16 
$25 
$15 
$17 
$21 
$ 6 
$15 
$37 
$ 9 
$27 
$19 
$22 
$12 
$ 9 
$12 
$25 
$24 
$19 
$24 
$21 
$31 
$27 
$34 
$37 
$25 
$21 
$ 9 


I’LINKS 386 PRO' 
offers Super VGA 
graphics and ad- 
vanced features de- 
signed for your 386 
or 486. New fea- 
tures include com- 
puter opponent, 
save game option 
that allows your 
friends to play 
against you in an 
existing game, pre- 
recorded games 
from worthy oppo- 
nents, and many 
game modes. $42 


'SPACEWARD 
HO!' takes you to 
the stars as you ex- 
plore and conquer 
the galaxy. You al- 
locate funds & re- 
sources to build 
armadas, inhabit & 
terraform planets, 
research new tech- 
nologies. Features 
an adjustable gal- 
axy size, number of 
players up to 19, 
network and mo- 
dem play. $38 


'NFL CHAL- 
LENGE PRE- 
MIUM EDITION' 

lets you explore the 
world of Pro Foot- 
ball at its finest. 
Features play-by- 
play commentary, 
scoring drive re- 
caps, new computer 
coach, new offen- 
sive and defensive 
playbooks, digitized 
sound effects, mul- 
tiple background 
game play, & inju- 
ries. $59 


CARRIERS AT 
| WAR' brings to life 
six crucial carrier 
battles of WWII; Pearl 
Harbor, Coral Sea, 
Midway, Eastern 
Shores, Santa Cruz, 
and Great Marianas 
Turkey Shoot. Seek 
out and destroy en- 
emy carriers, fleets, 
and air forces. Fea- 
tures hundreds of in- 
dividually modeled 
ships & aircraft from 
that period. $39 


In 'REX NEBULAR AND THE COSMIC GENDERBENDER' 

you are an interstellar explorer who embarks on a romping space 
adventure. Journey underwater & underground as you unravel the 
many puzzles of Terra Androgena. VGA & sound support. $39 



RE VIE 


PACIFIC ISLANDS 



JEFF SEIKEN 



D 

LJ ased on the name alone. 
Pacific Islands from U.K.-bas- 
ed Empire Simulation (dis- 
tributed by ReadySoft) 
could easily be mistaken for a 
scenario disk for Microsoft 
Flight Simulator. In reality, 
though, the game is the sequel 
to the tank combat simulator 
Team Yankee. 

Team Yankee licensed its 
title and its WWIII-in-Europe 
premise from the best-selling 
novel of the same name by 
Harold Coyne. The inspiration 
for Pacific Islands, in contrast, 
seems to come from a Loony 



The clever in- 
terface allows 
you to control 
16 vehicles 
simultaneously 
— a feat even 
Patton would 
have trouble 
duplicating. 


Toons cartoon. Consider its 
central conceit: Renegade So- 
viet communists backed by 
North Korea have seized the 
Pacific atoll of Y ama- Y ama . It' s 
up to your tank team, fresh 
from the Persian Gulf (or the 
"Gulf of Persia" as the manual 
calls it) to oust the invaders 
and restore Yama-Yama to its 
rightful state of balmy bliss. 

But once you get past the 
loopy background material, 
the rest of the game turns out 
to be designed in a very sober 
and sensible fashion. The 
manual boasts of the six man- 
years of development that 
went into Team Yankee and 
Pacific Islands; too bad the de- 
signers didn't devote a few 
man hours to create a less ab- 
surd scenario for Pacific Is- 
lands. 

Once you've resigned 
yourself to the ridiculous 
setting, you'll appreciate the 



Zero in on the enemy tanks and watch them 
blow up in bitmapped explosions. 


game's most novel 
feature: a clever inter- 
face that allows you to 
control, more or less 
simultaneously, up to 16 
vehicles organized into 
four separate platoons. 

The interface manages 
this by dividing the screen into 
four quadrants, one for each 
platoon. From this four-way 
display, you can issue 
commands to all of your units 
while viewing the battlefield 
from four different per- 
spectives at once. 

Admittedly, the split- 
screen view has its drawbacks. 
There's a hefty amount of in- 
formation packed into some 
very small spaces, almost to 
the point of visual overload. 
But learning how to play Pa- 
cific Islands is a lot like learning 
how to juggle: what seems ter- 
rifically complicated at first — 
coordinating the movement of 
several independent objects — 
becomes intuitive with prac- 
tice. You can also jump to a 
full-screen display for any pla- 
toon by clicking on a icon to 
get a clearer, less cluttered pic- 
ture. 

The campaign to liberate 
Y ama- Y ama runs the course of 
some 25 different battle sce- 
narios. Each engagement car- 
ries its own set of challenges, 
requiring you to accomplish a 
variety of objectives in the face 
of any enemy whose strength 
and disposition are unknown 
at start. The excitement level 
generally runs high during the 
scenarios, largely due to the 
sketchy nature of the intelli- 
gence available to you. Am- 
bushes are always a real possi- 
bility, as are sudden assaults, 
hidden minefields, and other 
nasty surprises. 

It's undeniable that the 
scenarios are varied and inter- 
esting, but the framework for 
them is much less satisfactory. 
To begin with, the program 


only permits you to advance 
to the next scenario if you win 
the current one. Losing a battle 
means refighting it, over and 
over again, until you emerge 
victorious or surrender to the 
tedium. 

When you do advance to 
a new scenario, the program 
automatically saves your sta- 
tus to disk, overwriting the 
previous saved game. That 
means that midway through a 
campaign, after a few costly 
victories, you may find your- 
self too weak to continue, and 
the game won't let you back 
up and resume the campaign 
from an earlier point: you must 
start again with the first sce- 
nario. 

Pacific Islands can't equal 
the technical precision and re- 
alism of MicroProse's Ml Tank 
Platoon, but then again it never 
really tries to, setting its 
gunsights on a more modest 
target instead. Pacific Islands 
attempts to combine some of 
the detail of a simulation with 
the playability and high-veloc- 
ity thrills of an arcade game. I 
wouldn't say the game scores 
a direct hit, but it comes close. 

EP 


Hardware requirements: 
640K RAM; VGA, EGA, or 
CGA graphics; supports Ad 
Lib, Roland, and compat- 
ible sound cards; joystick 
optional; mouse recom- 
mended. 





HILL STREET BLUES 


JEFF LUIMDRICAIM 


c 

onsidering the fact that 
Hill Street Blues has been off the 
air for several years, the re- 
lease of a PC game based on it 
is a little strange. The game 
puts you in charge of a police 
station, and the officers you 
control were all characters on 
the TV show. Other than that, 
however, the game has little to 
do with the series — the officers 
could be Keystone Cops and it 
wouldn't change the game at 
all. In fact, a Keystone Cops 
game might be preferable. 

Actually, the resource- 
management aspect of the 
game is fairly appealing. You 
have nine officers under your 
charge, and when a crime re- 
port comes in, anything from 
purse-snatching to murder, 
you select an officer to investi- 
gate. Naturally, reports are 
coming in all the time, and you 
can expect to have several in- 
vestigations going on at once. 
That requires you to cycle your 
officers so that they won't be 
out on the street when they 
need to be making court ap- 
pearances. 

The problem is that this 
Digitek game doesn't have 
much else going for it. It's 
doubtful you could design a 
clunkier interface if you tried. 
Everything is controlled 
through a mouse-driven point- 


and-click interface, but the 
buttons and sub-menus are 
laid out in the worst possible 
order. 

Although all sorts of 
crimes will be reported, they're 
all investigated in exactly the 
same way: the report comes in, 
you select an officer to inves- 
tigate, have the officer drive to 
the scene, and call an ambu- 
lance for the victim. Control- 
ling the officer, you start 
walking several blocks in all 
directions, looking for the sus- 
pect. 

Suspects for which you 
have a description are easy to 
spot: they're surrounded by 
flashing red arrows. But there's 
no way to question the victim 
or bystanders about which di- 
rection a suspect may have 
gone. You just have wander 
around until you see him. 

This problem is worst in 
murder cases, where a de- 
scription of the suspect is never 
available and there are no red 
arrpws. With no one to ques- 
tion, you're reduced to wan- 
dering the area, literally stop- 
ping every pedestrian until 
somebody breaks and runs. 

And heaven help you if a 
suspect decides to flee. The 
direction arrows which con- 
trol the officer's movement are 
on one sub-menu, and the icons 



The game comes to a grinding halt 
when one of your officers has to appear 
in court. Everything immediately stops 
during a trial, and there's no way to 
speed up the judicial process. 

to approach, arrest, shoot, or 
warn the suspect are on another 
sub-menu. What this means is 
that when you get close enough 
to approach the suspect, you 
have to switch menus — and 
often the suspect will cut and 
run when you're not on the 
movement menu. It's more 
than a little disturbing that the 
only apparent way to stop a 
suspect who flees is to gun him 
down, then arrest him when 
he can't run anymore. 

Even chasing a suspect is 
a chore, since your officers 
don't seem to like running or 
driving in the direction you 
choose. Instead they take odd, 
completely unnecessary turns 
over which you have no con- 
trol, doing things like running 
to all four corners of an inter- 
section rather than simply 
crossing the street. During one 
game, halfway to a crime scene, 
a squad car circled a particular 
block five times before con- 
tinuing on. 

Hill Street Blues is also 
played in real time, which 
means that playing for a solid 
two or three hours will get you 
to about nine or ten o'clock on 
the morning of the first day. By 
that time, you'll probably feel 
that you've already played for 
too long. 

BP 


Hardware requirements: 
640K RAM; VGA/MCGA, 
EGA, or CGA graphics; sup- 
ports AdLib, Sound Blaster, 
and compatible sound 
cards; supports mouse. 



The game is played from a top-down, bird's-eye perspective, but the 
game's relatively simple graphics make almost every block look the 
same. 





OUT OF THIS WORLD 


STEPHEN POOLE 
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You know 
you're in a real 
mess when this 
is the response 
you get after 
extendingyour 
hand in friend- 
ship. 


ver the past couple of 
years, many PC game devel- 
opers have taken the approach 
that bigger is better. Massive 
production budgets, bigger 
games, and fancier graphics are 
the standard approach nowa- 
days, driven (at least to some 
degree) by the notion that the 
PC game industry is "the New 
Hollywood," and that PC 
games should incorporate 
cinematic techniques. 

It's a wonderful concept, 
and there's nothing wrong 
with pushing the technologi- 
cal edge to give games better 
sound and graphics. All too 
often, though, those enhance- 
ments only make you feel that 
you're watching a movie, in- 
stead of being in one. 

But the arrival of Out of 
This World, from Interplay, 
may cause game developers to 
re-evaluate the "bigger is bet- 
ter" approach. Despite its low- 
res, 1 6-color VGA graphics and 
intermittent 
music and 
sound effects, 
Out of This 
World comes 
closer to being 
"interactive 
cinema" than 
almost any 
other game I've seen to date. 

This puzzle-adventure is 
based on a simple premise, 
which thankfully avoids trying 
to explain the sticky details. 
An experiment gone haywire 
has transported you to an un- 
known world. There are no 
clues as to your location — it 
might be another planet, it 
might be another dimension, 
or you may have travelled 
forward in time. 

Swimming to the top of 
the body of water you've been 
plopped into is no problem, 
but a quick glance around the 
bizarre landscape is all it takes 
to realize you're in a heap of 
trouble. Before the first scene 



is over, you'll have to destroy 
poisonous "centipedes" (all it 
takes is a kick, but the buggers 
are everywhere) and escape a 
"mountain lion" with an ap- 
petite for scientists. 

You'll probably think 
your luck has changed when 
several humanoids appear and 
blast the carnivorous critter 
that' s been chasing you — until 
one of them turns the laser on 
you. When you awaken, you 
find yourself imprisoned in a 
cage suspended from the ceil- 
ing of a cave. After you and 
your cellmate find a way to 
escape the cage, you find a la- 
ser pistol — and that's when 
the game kicks into high gear. 

No, the game doesn't pick 
up here because you can start 
blasting things, though you 
will find yourself in plenty of 
shootouts. As in last year's D/ 
Generation, the real fun is in 
working your way through a 
huge maze. Y ou'll use the laser 
pistol in a variety of ways — to 
create force fields to protect 
you from the guards' lasers, to 
blast your way through walls, 
and to zap mechanisms which 
open or close doors. 

The smooth, convincing 
animation is integral to the 
suspension of your disbelief. 
The low-res polygon graphics 
don't compare to the high-end 
artwork players are growing 
accustomed to, but the fast, 
lifelike movement succeeds in 
creating a stunning sense of 
realism. It's on a par with the 
animation found in the highly 
acclaimed Prince of Persia (and, 
perhaps more appropriately, 
4-D Boxing, another game 
where authentic movement 
compensated for "unrealistic" 
graphics.) 


Pan shots and multiple per- 
spectives give Out of This 
World a true cinematic look. 

It's the combination of a 
simple yet engrossing plot, 
fluid animation, and the 
tasteful use of moviemaking 
techniques that make Out of 
This World the perfect example 
of interactive cinema. At key 
points in the game, you're 
given a breather from the ac- 
tion with animated sequences 
featuring jump cuts, multiple 
camera angles, and perfectly 
synchronized background 
music and sound effects. 
Again, the technique is far more 
important than the technology; 
it's clear that Delphine Soft- 
ware, the game's designers, 
knew something about film- 
making, and incorporated just 
the right amount of that 
knowledge into an interactive 
format. 

Out of This World isn't 
perfect. The copy-protect ritual 
requires you to supply the 
correct symbols from a 
codewheel twice each time you 
play, a demand we found a 
little unreasonable. And the 
password feature starts you off 
at the beginning of a level — 
which means you will find 
yourself repeatedly covering 
familiar ground .But the overall 
achievement of Out of This 
World makes those gripes seem 
like nitpicking. This is one 
players will be talking about 
for a long time. 

IIP 


Hardware requirements: 
640KRAM (Tandy graphics), 
512K RAM for EGA/VGA 
graphics; 286 or better; 
supports AdLib, Roland, 
Sound Blaster sound cards, 
and the Disney Sound 
Source; joystick or game- 
pad recommended. 



FACTS IN ACTION 


LESLIE EISER 


f” eeling bored? Perhaps Ty- 
ler, an adorable skateboarder 
who's always ready with a 
clue, can interest you in a 
friendly game of Facts in Ac- 
tion. A variation on the popu- 
lar memory game Concentra- 
tion, Facts in Action combines 
glorious visual images with 
some pretty remarkable audio 
tracks — and does a nice job of 
simultaneously educating and 
entertaining younger players. 

The game begins with a 
setup screen that provides a 
variety of interface controls. 
You can choose to play alone 
or against a friend, with three 
levels of difficulty to select 
from. The topic, too, is a vari- 
able: mix and match 125 tiles 
from the four categories sup- 
plied (World History, Basic 
Science, Spanish and Prehis- 
toric Animals) or choose to 
focus on only one subject. Don't 
fret if you get bored with those 
choices; Spirit of Discovery 
plans to release 10,000 more 
tiles in the months to come. 

At the core of Facts in Ac- 
tion is a multi-colored board of 
25 tiles, and a very simple idea. 
To win, you must match an 
audio clue given by Tyler with 
the appropriate card. It sounds 
easy, but there are complica- 
tions. In level 1, the cards are 
dealt face up, and all that's re- 
quired to make a match is to 


pair a visual image (a face, a 
chemical symbol, a planet) 
with its description. 

At level 2, you have 30 
seconds to study the tiles before 
they're turned face-down and 
the game begins. Again, you 
must match tiles with the ap- 
propriate audio clues, but 
without the visual clues pro- 
vided in level 1. Pick a wrong 
tile, and the tile flips back over; 
match correctly, and you're 
shown an animated sequence 
and the tile is removed from 
play. Eventually you'll make 
all the matches, revealing the 
hidden picture. 

Level 3 adds one more 
complexity, a double-high 
game board — 25 tiles on top 
of 25 tiles, all turned face down. 
Removing the first level merely 
reveals the next. 

What makes Facts in Ac- 
tion unique are the tile sets. 
Each tile in the Basic Science 
and World History categories 
represents an important factual 
or fictional idea and includes 
an animated video segment 
plus the audio track. Whenever 
you make a match, something 
exciting happens — a space 
ship blasts off from Mars, 
George Washington chops 
down a cherry tree, or two di- 
nosaurs butt heads. Mean- 
while, the excellent audio track 
offers a carefully chosen de- 



Gorgeous colors and a cute emcee make Facts in Action 
appealing to youngsters six and up. 



At the intermediate level the tiles are 
turned face-down — remembering 
where each tile is located is half the 
battle. 

scription of the tile. Naturally, 
there's support for all the ma- 
jor sound boards, but the qual- 
ity of the audio tracks is so 
high they are crystal-clear 
even through the internal PC 
speaker. 

Despite the attractive 
wrappings. Facts in Action does 
have a few minor problems. 
Compared to the often fabu- 
lous rewards for matching a 
tile, the animation at the end of 
a game is a letdown — once 
you've seen Tyler float by on 
his skateboard, you've seen it 
all. There's also no Hall of Fame 
or Top 10 list, rather discour- 
aging to youngsters used to 
games where keeping records 
and getting better are part of 
the fun. 

Facts in Action is an at- 
tractive and intriguing game 
with clearly defined educa- 
tional content specifically de- 
signed to stimulate interest in 
a wide range of topics. True, 
Facts in Action may be some- 
thing of a misnomer for a 
program that includes fossils 
that turn to look at you, a 
mummy that sticks out its 
tongue, and a Stegosaurus that 
reads a book. But that doesn't 
lessen the benefit the young- 
sters at your house will derive 
from this delightful and well- 
designed game. 

EP 



Hardware requirements: 
640K RAM; hard drive; 386/ 
SX or better strongly sug- 
gested; VGA graphics; 
supports AdLib or Sound 
Blaster cards; supports 
mouse. 






POWERMONGER 
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As you begin, 
it's just you 
against the 
world. Here, a 
small village 
looks like a 
suitable target 
for attack. 


f you're anything like me. 
Bullfrog's first game, Populous, 
pointed out some surprising 
autocratic tendencies in your 
nature. Who could have pre- 
dicted how enthusiastically we 
closet despots would embrace 
the idea of playing god? 

Now Bullfrog has de- 
signed yet another title to de- 
light the would-be dictator — 
PowerMonger, published and 
distributed by Electronic Arts. 
But while Populous is macro- 
dictatorial — focusing as it does 
on the godlike power to alter 
land, cause natural disasters, 
and so forth — PowerMonger is 
decidedly micro-dictatorial. 

You are a char- 
ismatic mortal 
leader, issuing 
direct com- 
mands to your 
subjects either 
personally or 
through your 
captains. Every 
town in this game has a name, 
as does every person! 

Your specific role is that 
of a once-powerful ruler whose 
lands have been destroyed 
through some seismic up- 
heaval. With only a handful of 
your surviving followers, you 
set foot on the shores of a dis- 
tant land. If you are to once 
again rule as a king, you'll have 
to wrest control from the na- 
tive population. 

The character you play is 
represented by an imposing 
general, towering over the 3-D 
terrain map. He is also present 
on the terrain map itself, as a 
red-cloaked figure around 
whom your remaining fol- 
lowers gather. 

The degree to which your 
followers react to your orders 
is a very important part of the 
game, and decided by your 
posture — aggressive, normal, 
or passive. If your orders are to 
attack a village, the passive 
posture means that your army 


MATTHEW A. FIRME 


will not kill many villagers 
during the conquest. And since 
the people of any conquered 
village become your subjects, 
this leaves more able-bodied 
recruits. Had your posture 
been set on aggressive, your 
soldiers would fight until ev- 
eryone in the target village was 
slaughtered. 

With only a few com- 
mands and a proper use of 
posture, you can quickly con- 
quer the first few lands in the 
game. First, attack a small vil- 
lage using the passive posture. 
When victory is yours, change 
to aggressive posture and Get 
Men and Get Food. Now repeat 
the process, until you com- 
mand a snowballing military 
machine of 100 men, with 
enough food to keep them 
happy for a long while. 

As the game continues, 
though, this tactic isn't enough. 
Other armies also seek to con- 
quer this land, and often 
they're better-equipped than 
you. So you must pause to in- 
vent new weapons before 
proceeding to the next village. 
And you must be ready to 
scurry for safety should a huge, 
aggressive army come your 
way. 

PowerMonger is at once 
simple and complex. Although 
the command options are self- 
explanatory, the results of 
those commands can have far- 
reaching consequences. If you 
aggressively order your fol- 
lowers to begin inventing 
catapults, for instance, you'll 
obviously gain some catapults. 
But as your followers hack 
down the forests to construct 
your machine, they strip the 
land of its natural resources. 
As a result, your actions even 
affect the weather, as rain and 
snowfall patterns change over 
your now-barren land. 

It can take some time get- 
ting used to the many-layered 
strategies a game like Power- 
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When you conquer large towns, you'll 
often get a new captain. These captains 
can move armies and supplies all 
around your new kingdom, facilitating 
your goals of continental domination. 

Monger presents. Butthedocu- 
mentation is quite good, and 
even includes a strategy guide 
to help you on your way. And 
because the people and towns 
are very nicely rendered, 
spending time with the game 
is a real pleasure. 

A few words of warning 
are in order, though. First use a 
Sound Blaster or compatible 
sound card while playing, if at 
all possible. A lot of helpful 
information can be gleaned 
from the game's sound effects. 
And be ready for some slow 
going if you play on a 286. On 
a 286 with a Sound Blaster and 
1 meg of RAM, the game fairly 
crawled. The pace was much 
more energetic on a 386. 

In PowerMonger, Bullfrog 
has succeeded in matching the 
addictive nature of Populous, 
while creating a new world 
and all-new challenges. In the 
game manual's introduction, 
the designers state that they 
have some idea of what their 
perfect game might be. 
"Populous was the first step to 
writing this game, and 
PowerMonger is further along 
that road. But our ideal game 
is yet to be written." If 
PowerMonger is only the sec- 
ond step in Bullfrog's journey. 
I'll gladly follow as far as this 
path leads. 

G P 


Hardware requirements: 
560K RAM; VGA or EGA 
graphics; supports Sound 
Blaster and compatible 
sound cards (strongly rec- 
ommended); mouse rec- 
ommended. 






SPELLCRAFT: ASPECTS OF VALOR 


T. LIAM MACDONALD 


l here is something oddly 
schizoid about Spellcraft: As- 
pects of Valor. On one hand, 
you have game screens that 
are equal to anything put out 
by SSI or any of the other major 
role-playing game publishers; 
yet on the other, many of the 
scenes you visit repeatedly 
appear flat and artless, some- 
times even inept. 

The premise of SpellCraft, 
from AsciiWare, is revealed in 
a series of rather static text and 
graphic screens. As the game 
opens, you dis- 
cover you're a 
character nam- 
ed Robert, 
called to En- 
gland by your 
long-lost uncle 
Gar. Arriving at 
Stonehenge, 
you find your- 
self zapped into 
another dimen- 
sion known as 
Valoria. Here 
your uncle is a 
wizard named Garwayen, rul- 
ing magister of the Wizard 
Council. 

Garwayen is growing old 
and needs a successor. He's 
also worried about a fiendish 
plot being hatched by the other 
wizards to conquer Terra — 
the world from which you 
came. These wizards are the 
Lord Wizards of the Colleges 
of Magic (Earth, Fire, Air, Wa- 
ter, Mind, and Ether). A rift is 
growing between the T erra and 
Valoria, and Garwayen wants 
to close the rift to keep the two 
worlds from coming into con- 
tact. But the Lord Wizards 
want to enlarge the rift in or- 
der to exercise their powers on 
Terra. Your mission: stop the 
widening of the rift. 

The creation and casting 
of spells is handled wonder- 
fully in Spellcraft, reflecting a 
great deal of care on the part of 
the designers. In essence, you 


build spells from the ground 
up, much like making a recipe. 
A spell is defined by its As- 
pect, while the addition of Con- 
trol Ingredients — Jewels, 
Stones, Powders, and Candles 

— fine-tunes the spell even fur- 
ther. Add the five elements in 
the proper amounts, utter the 
magic word, and you have a 
new spell. 

But spells are not gained 
easily, and magic words take 
some time to find. Only after 
extended trials are you given 
the clues nec- 
essary to ex- 
pand your 
spellbook. 
Once you 
have a base 
spell — the 
exact ingredi- 
ents in the ex- 
act propor- 
tions — you 
can begin to 
modify it. 
Each element 
has different 
properties. Candles control at- 
tack, damage, and special du- 
ration; Jewels control speed, 
radius and intelligence; Pow- 
ders control spell duration; and 
Stones control defense, dura- 
bility, and the time it takes for 
a spell to appear. Each spell 
has levels of elasticity that de- 
termine just how far you can 
stretch the ingredients before 
the spell backfires and you die. 

This entire system is origi- 
nal, appealing, and attractively 
done. It offers the player a 
chance to be highly creative — 
a quality strangely absent in 
many RPGs — and will be a 
thrill for those who value spells 
above all else in role-playing. 

The places where these 
spells are used — the domains 

— and where all combat oc- 
curs, are nicely rendered, each 
having a distinct look and 
sound: aqua tones and super- 
market jazz for the Water 



The Death Realm is filled with 
graveyards full of cairns and 
mausoleums. You're sent here when 
you die in another realm, but if meet an 
untimely end here the game is over. 


Realm; billowing clouds and 
moody synth for the Air; burn- 
ing trees, fiery pits, and dark, 
driving music for Fire, and so 
on. 

But the problem is that 
once you've seen the screens 
and traversed the five major 
realms, that's about it. Only the 
two "secret" 
realms (Ether 
and Mind) re- 
main to be dis- 
covered. The 
realms are just 
too small, and 
the variation 
between levels 
isn't great enough to offset that 
shortcoming. You'll spend 
most of your time travelling 
between locations in Terra 
(which features some of the 
weaker graphics in the game), 
gaining money by selling 
things, accumulating items and 
wisdom, making more spells, 
and going after increasingly 
difficult wizards. Rest assured 
that you'll be annihilated many 
times before you get the mea- 
sure of your enemy enough to 
defeat him. 

So we have a mixed bag: 
fine graphics in the realms, but 
they're too small; excellent 
spellcasting engine; mediocre 
interconnecting scenes; intrigu- 
ing and challenging — though 
eventually all-too-similar — en- 
emies; and good sound. If you 
want a spellcrafting game that 
you can sink your teeth into, 
and can tolerate spotty quality, 
then SpellCraft: Aspects of Valor 
fits the bill. 

EP 



Enroll in an 
Elemental 
College to 
learn a partic- 
ular set of 
spells. 


Hardware requirements: 
640K RAM; VGA graphics; 
hard drive; supports AdLib, 
Sound Blaster, and com- 
patible sound cards; mouse 
recommended. 



MICROLEAGUE BASEBALL 4 




JEFF SEIKEIM 


Set up dream 
matchups between 
28 of the greatest 
teams of all time, 
or download stats 
from the USA 
Today Sports Cen- 
ter and replay last 
night's game. 


D 

LJ aseball fans have come to 
count on two things each 
spring: the eruption of another 
controversy involving George 
Steinbrenner, and the release 
of a new version of MicroLeague 
Baseball. This year didn't dis- 
appoint on either account, al- 
though MicroLeague Baseball 4 
( MLB4 ) materialized a bit later 
than promised. But no matter. 
Judging from Steinbrenner's 
successful bid to re-enter 
baseball and the sticker on 
MLB4's box cover promising 
discounts on future upgrades, 
it appears that both traditions 
are secure. 

Veteran MicroLeaguers 
will be happy to hear that MLB4 
is a substantial improvement 
over the previous version. The 
program corrects its prede- 


cessor's most flagrant flaws, 
such as pitchers' tendencies to 
surrender too many walks. The 
managerial menus have been 
streamlined, providing a more 
sensible (though still quite ex- 
tensive) range of coaching op- 
tions. And its statistical data- 
base remains as comprehen- 
sive as ever: in fact, MLB4 has 
few peers among other stat- 
based simulations on the 
market when it comes to sta- 
tistical detail and number- 
crunching capabilities. 

Besides fine-tuning the 
program's engine, however, 
MicroLeague Sports has 
added a host of extras, includ- 
ing a programmable computer 
coach and a schedule editor. 


The latter feature is a true mar- 
vel, and makes running a sea- 
son replay a snap. The editor 
can generate a complete day- 
by-day schedule for a league 
in minutes; all that's left to do 
is specify which games you 
wish to play yourself, leaving 
the computer to handle the rest 
in "quick-play" mode. 

The graphics have also 
been revamped. The most 
dramatic difference is that 
MLB4 now boasts live-action 
zooms — windows that pop 
up showing digitized video 
footage of real players. But as 
wonderful as this feature 
sounds, its appeal quickly 
wears thin. The problem is that 
the program utilizes a limited 
repertoire of film clips, repeat- 
ing them endlessly even when 
the footage doesn't 
fit the situation. One 
of the most common 
zooms, for instance, 
is of the first base- 
man taking a throw 
from the second 
baseman. But this 
clips appears even 
when the throw 
originates from the 
shortstop or third 
baseman. And nine 
times out of ten the video in- 
serts accompany the most rou- 
tine of plays: do we really need 
to see the same live-action 
close-up of an outfielder 
catching a fly ball? 

There are also problems 
with the animation, the most 
annoying being the way base 
runners react when a batter 
hits a fly ball with two outs in 
the inning. If the ball is des- 
tined to drop in for a hit, the 
runners take off with the crack 
of the bat. But if the fly is going 
to be caught, the runners stay 
put — telegraphing the out- 
come of the play before the ball 
has cleared the infield. 

My biggest complaint 
about the game, however, con- 




The Offensive Sign Book reduces 
complicated signals to a single 
keystroke. 

cerns its treatment of player 
fatigue. In MLB4, players tire 
and their performance declines 
unless they're rested occasion- 
ally. The intent is to force you 
to use your play ers in a realistic 
manner, but the game's de- 
signers tend to view the typi- 
cal big-leaguer as an oddly 
fragile creature, unable to play 
in more than a game or two at 
a time without becoming 
bushed. Part-time players who 
haven't logged many at bats 
during the season in real life 
have even less stamina — 
sometimes all it takes to leave 
them fatigued for the next 
game is a single turn at the 
plate as a pinch-hitter. 

Finally, a word of warn- 
ing. On a 286 computer, MLB4 
plays very slowly. In general, a 
low-scoring game (meaning 
minimal managerial input) 
will take an hour or more, with 
a large chunk of this time spent 
waiting on the program to ac- 
cess your hard drive for every 
batter. In order to enjoy the 
game, you need either at least 
a 386, or a huge supply of pa- 
tience. 

MLB4 attempts to cover 
the ground that its predecessor 
missed, and while it succeeds 
for the most part, its shortcom- 
ings keep the game from ful- 
filling its all-star potential. But 
remember that this is Micro- 
League Baseball we're talking 
about — there's always next 
year. 

EP 


Hardware requirements: 
640K RAM; VGA/EGA graph- 
ics; supports Sound Blaster 
and Ad Lib sound cards; 
supports mouse. 









ROAD & TRACK PRESENTS 
GRAND PRIX UNLIMITED 


JEFF LUIMDRIGAIM 


I f you're a fan of Grand Prix 
racing, this new simulation 
from Accolade will seem like 
the gift of a lifetime. But if you 
only have a passing interest in 
the sport, you probably won't 
find too much to excite you. 

That's not to knock the 
design of Road & Track Presents 
Grand Prix Unlimited. Nearly 
everything about the game is 
user-selectable, from the 
weather to the car you drive. 
Unfortunately, some of these 
choices don't seem to be too 
crucial. For example, you're 
given a choice of six Formula 
One cars to drive, but once you 
hit the track, you can switch to 
the Car Adjustment screen and 
modify the car's characteris- 
tics. In effect, this means that 
the only difference between a 
Ferrari and a McLaren-Honda 
is how your car looks — each 
car has the same set of charac- 
teristics, and they can be ad- 
justed over the same range of 
values. 

In addition, many of the 
adjustments you'll make are 
determined by the particular 
track you're going to be driv- 
ing on. If there are a lot of 
sharp curves and you have to 
drive in wet weather, for ex- 
ample, it would be suicidal to 
fit your car with wide steering 
and slick tires. It's nice to be 
able to "work" on your car, but 
after a little experience — or 
even after just reading the 


manual closely — the decisions 
are always very straightfor- 
ward. 

On the plus side, you get 
plenty of chances to become 
familiar with each track on the 
circuit. Before each race, you 
can "fly" the track — a one-lap 
tour during which the com- 
puter controls the steering, and 
you can change the view as 
much as needed to get an idea 
of what the track is like. You 
can also compete in practice 
races as many times as you 
need without affecting your 
standings on the circuit. 

The actual races are a mild 
disappointment, and that's 
why the game will mostly ap- 
peal to diehard fans of For- 
mula One racing. To be per- 
fectly fair, however, that dis- 
appointment isn't the fault of 
the programmers at Accolade. 
Driving a car at 200 mph, with 
the road screaming by under 
you and the wind in your face, 
is undoubtedly an exhilarat- 
ing experience. But squeeze 
that experience down to a 12- 
inch computer screen and it 
loses a lot of impact. The same 
charge could be leveled against 
flight simulators, of course, but 
flying a jet fighter isn't some- 
thing you get to do for real that 
often. Even on the higher diffi- 
culty settings of Grand Prix 
Unlimited, you eventually be- 
come skilled enough to out- 
distance the other cars, and 
then it's all just a 
matter of turn- 
ing at the right 
time — kind of 
dull when you 
consider that 
most of us drive 
cars every day. 

But genuine 
Grand Prix fans 
will love the 
game's other fea- 
tures. It's no ac- 
cident that Grand 
Prix Unlimited is 



The Track Editor offers the most fun in Grand Prix 
Unlimited. Design a track to challenge the best drivers in the 
world, then hop in your Ferrari and test out your creation. 



endorsed by Road & Track 
magazine. It's built around real 
Grand Prix tracks and circuits, 
and gives you actual Grand Prix 
drivers to race against. The 
manual even sketches the his- 
tory of the Grand Prix, although 
a lot of the information given is 
in the form of outright trivia, 
stuck in boxes near the bottom 
of a page. 

Probably the game's most 
exciting feature is the Architect 
mode. It gives you the chance 
to modify existing tracks or 
create new 
ones from 
scratch, 
and even 
those only 
mildly in- 
terested in 
racing will 
get a kick 
out of put- 
ting together their own tracks. 
The amount of detail the game 
supports is noteworthy: once 
the track has been designed, 
you can "decorate" it with ob- 
jects, ranging from road signs 
to buildings to people. These 
objects include cameramen, 
which actually function, re- 
cording a point of view which 
you can watch during Instant 
Replay. 

All in all, Grand Prix Un- 
limited doesn't exactly live up 
to its title. Racing fans are likely 
to find it a nice computerized 
extension of their favorite pas- 
time, but for the nonfan, there's 
simply not enough action to 
make it all worthwhile. 



The view from 
the driver's 
seat is clean 
and funct- 
ional. 



EP 


Hardware requirements: 
640 K RAM; VGA or MCGA 
graphics; hard drive; I6-Mhz 
or faster processor; supports 
AdLib, Roland, and Sound 
Blaster sound cards; supports 
mouse and joystick 
(recommended) 









DUNGEONMASTER 




BERNARD YEE 


ts name may stand for "faster 
than light/' but that certainly 
doesn't describe the speed at 
which FTL brought its classic 
first-person perspective, dun- 
geon-crawl game for the 
Amiga to the world of PCs. 
When Dungeonmaster ap- 
peared on the Amiga a few 
years back, it sparked such a 
sensation among RPG fans that 
PC owners eagerly awaited the 
news that FTL was porting the 
game over for their dungeon- 
hungry computers. 

Dungeonmaster never 
showed up, and in the mean- 
time games like Eye of the Be- 
holder (EOTB) and Bane of the 
Cosmic Forge filled the void. 
Now, after games like Ultima 
Underworld and Clouds ofXeen 
fill your screen with first-per- 
son perspective spelunking, 
Dungeonmaster brings its be- 
lated greetings. Dungeonmaster 
was a game far ahead of its 
time, and it's still fun today; 
you just have to understand 
the game's history and adjust 
your expectations a bit. 

Dungeonmaster is not a 
graphics tour-de-force by any 
stretch, looking more like EGA 
than the 256-color extravagan- 
zas we've become accustomed 
to. The game comes with a 
parallel port sound device that 
gives you decent sound with- 
out a sound card, but unfortu- 
nately the FTL Sound Adapter 
prevents use of your printer. 
As for the interface, well... if 
Apple wins its lawsuit against 
Microsoft, then FTL could sue 
SSI for copying Dungeon- 
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master's "look and feel" — 
EOTB veterans will feel ex- 
tremely comfortable in the 
world of Dungeonmaster. 

The plot is standard: find 
the important artifacts and 
defeat the bad guy. Interest- 
ingly, you begin as an incorpo- 
real "guiding spirit," the ap- 
prentice of an archmage who 
has been banished by one of 
his own experiments gone 
awry. In his place is Lord 
Chaos, his evil half. On the 
first level you find 24 different 
champions, trapped by Lord 
Chaos, to use as your heroes 
once they're freed. No mon- 
sters on this level, just food — 
a nice change allowing you to 
get used to the game and magic 
system. 

But after that Dungeon- 
master turns into a pretty com- 
bat-intensive game — no NPCs 
to talk to here. Fourteen dif- 
ferent levels await your explo- 
ration, but automapping is a 
comfort you'll have to do 
without. The puzzles are those 
of object manipulation — find 
the right thing, press the right 
button, or put an object on the 
pressure plate. 

As in EOTB, you move 
your party through the dun- 
geon from a first-person per- 
spective. Those familiar keys, 
pressure plates, hidden but- 
tons, levers, and teleportation 
fields are obstacles to any 
EOTB veteran. The interface is 
a simple point-and-click, drag- 
and-drop system that allows 
you to pick up objects on the 
ground and move them into 
your various characters' in- 
ventory slots. 

Supplies of food and wa- 
ter are constant concerns, and 
the game — like combat — 
occurs in real time. Each char- 
acter has a weapon in hand 


An unwary party can meet an early demise in Dun- 
geonmaster, where foes can attack from any direction. 
The graphics are definitely a step behind the times. 



The object-oriented inventory 
management system is nearly identical 
to the one found in SSI's Eye of the 
Beholder. 

which they can click on to use 
in combat, with different at- 
tack modes; you can throw 
daggers, rocks, and other pro- 
jectiles, again as in EOTB. Un- 
fortunately, the "Beholder two- 
step" — a "strategy" used to 
defeat enemies in EOTB — is 
equally useful here. Attack, 
sidestep, attack, sidestep and 
the enemy will never get a clear 
shot with its magic. 

The magic system is more 
noteworthy. It's similar to the 
Ultima system, where your 
mana (magic points) fuels a 
recitation of various magic 
syllables which combines them 
into a spell. Though you have 
access to all syllables at the 
start of the game, you don't 
know the proper combinations 
— but you'll soon discover 
scrolls with spell formulas. 

Without any slavish ad- 
herence to any particular game 
system (i.e., AD&D or Ultima), 
FTL has done some cherry- 
picking of its own and as- 
sembled a bestiary, a flexible 
combat and magic system (try 
closing a door on a monster for 
a laugh), and an interface that's 
still noteworthy years after it 
debut. And just think — in an 
alternate universe in which 
FTL released this product on 
the heels of the Amiga version, 
we'd all be clamoring for 
Dungeonmaster IX. 

EP 


Hardware requirements: 
640K RAM; VGA or EGA 
graphics; hard drive; sup- 
ports AdLib, Sound Blaster, 
and the FTL Sound Adapter; 
mouse recommended. 




PROPHECY OF THE SHADOW 


NEIL RANDALL 




The innkeeper has information about several events and 
places. He can also provide food and lodging, and the 
occasional rumor. 


RPGs. Charac- 
ter interaction is 
also handled 


it was beginning to look as 
though SSI had tied all its fu- 
ture fantasy role-playing ef- 
forts to its Advanced Dun- 
geons & Dragons line. But 
judging from Prophecy of the 
Shadow, it's clear that SSI is 
willing to look outside AD&D 
for an introductory level role- 
playing game. The choice 
they've made is a good one, 
but the execution still needs 
some work. 

Prophecy of the Shadow is a 
single-player role-playing 
game; rather than maneuver- 
ing a party of adventurers, you 
work with only one. A number 
of games ha ve used this idea in 
the past, but Prophecy's most 
obvious influence is the fine 
Faery Tale Adventure from a few 
years ago (I'm still waiting for 
its sequel). In fact, it's safe to 
say that if you liked Faery Tale 
Adventure, you'll like Prophecy 
of the Shadow, and if you didn't 
you won't. 

You view your character 
from an overhead perspective, 
similar to the one used in the 
Ultima series. Using the mouse 
or the cursor keys, you move 
him (or her) around the map, 
which shows roads, trails, 
buildings, woods, desert, 
swamp, and so on. To fight, 
you simply use your weapon 
(via the Use menu or by click- 
ing on the weapon's icon in 
your inventory), hit the Attack 


Our hero prepares to enter a building. 
The lower left of the display shows his 
inventory. The icons along the side 
allow all game actions. 


icon or A on the keyboard, then 
target the attack with the 
mouse or keyboard and click 
(or press Enter). Nicely, all you 
have to do is target once. As 
long as you want to continue 
attacking with the same 
weapon, the computer will 
keep doing so for you. Given 
the semi-arcade nature of the 
combat system, this is a very 
helpful feature. 

Y ou start the adventure in 
a village on an island. Your 
master, the mage Larkin, has 
just been killed, and you soon 
discover that you're the chief 
suspect. Your first task is to 
move around the island and 
look for proof of your inno- 
cence, then take that proof to 
the resident of a building in 
the town's southwest corner. 
After that, the real adventure 
kicks in. You must teleport 
(called "translocate" here) to 
the mainland and go from 
place to place, taking on a quest 
that reveals itself as you go. 

The magic system is su- 
perb. You need a "catalyst" to 
cast spells, and 
you must find 
scrolls contain- 
ing the spells in 
order to learn 
them. There are 
few spells, but 
they work, and 
they contain al- 
most as much 
real variety as 
the huge spell 
lists of other 



well, and when you meet some- 
one, you're presented with a 
digitized graphic of the person 
(although constant repetition 
dulls this treat). 

The most enjoyable feature 
of Prophecy of the Shadow is that 
it focuses on the two most fas- 
cinating elements of role play- 
ing: exploration and story. In- 
stead of hacking enemies to bits, 
you spend most of your time 
travelling and searching in an 
attempt to figure out exactly 
what you're supposed to be 
doing. As 
you dis- 
cover new 
places and 
meet new 
people, 
more of the 
overall 
story is re- 
vealed to 
you. Unfortunately, at too 
many times you'll find your- 
self stumped, with no real idea 
of what to do next. Especially 
in the mid-game, the clues 
aren't set out very well, and 
wonderment can turn to frus- 
tration as you can roam the 
same paths over and over again. 

A hint book is available, or 
you can get help on Compu- 
Serve or GEnie. But this is the 
sort of game which shouldn't 
require outside assistance. 
Prophecy of the Shadow has a 
great deal to offer, and if the 
sequel takes care of the frustra- 
tion factor it will be a very 
strong game. 



In an under- 
ground cave, 
our hero takes 
on two dire 
wolves and a 
strong, evil 
torlok. 
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Hardware requirements: 
640K RAM; 286 or better; VGA 
graphics; supports AdLib, 
Sound Blaster, and Roland 
sound cards; supports 
mouse. 






CONFLICT: KOREA 






T. 


The hypotheti- 
cal 1955 sce- 
nario mostly 
confines U.S. 
involvement to 
air power. 


he Korean conflict offers 
many fascinations for the mili- 
tary historian, for it was a war 
that ushered in a slew of new 
tactics and concepts. It was the 
first attempt at military con- 
tainment of Communism in 
which American soldiers — as 
opposed to surrogate Filipino 
or Greek forces — actually 
fought. It was the first conflict 
sanctioned by the United Na- 
tions; the first massive con- 
frontation between techno- 
logically superior western 
armies and Third World 
armies, whose main resources 
were inexhaustible manpower 
and a willingness to take casu- 
alties on a scale that no west- 
ern army had 
sustained 
since the Bat- 
tle of the Som- 
me; and it was 
the first "lim- 
ited war," in 
which the cost 
of total victory 
was judged too high to bear in 
the political sphere. 

Before the conflict settled 
down to grinding stalemate, 
the Korean War was charac- 
terized by intensely dramatic, 
sweeping action: the initial 
North Korean onslaught, the 
backs-to-the-sea stand at 
Pusan, Mac Arthur's incompa- 
rably brilliant amphibious coup 
de grace at Inchon, the Allied 
drive to the Yalu River, and 
the stunning Chinese counter- 
counter-attack which pushed 
the world, for a few hairy 




The strategic overview is useful for 
maneuvering reserves and reviewing 
the "Big Picture." 


WILLIAM R. TROTTER 



Allocate air resources to 
interdict enemy supplies or 
support ground operations. 


weeks, close to the brink 
of nuclear war. 

Considering the ap- 
peal the Korean conflict 
offers to the avid war- 
gamer, it's surprising so little 
attention has been paid to it 
until now. SSI's Conflict: Korea 
does a solid, if somewhat 
dogged, job of re-creating the 
war's first, most dramatic year. 
The game system is exactly the 
same as that used in Conflict: 
Middle East, featuring beauti- 
ful maps and graphics, an 
awesome database, a some- 
what pokey mouse interface 
for issuing commands and 
moving units, and an infuriat- 
ingly vague system of report- 
ing casualties — you're told 
the "percentage of equipment" 
lost by each side, rather than 
just receiving even an intelli- 
gence officer's estimate of en- 
emy losses. Such percentage 
figures would appear to be 
largely meaningless for the 
Chinese, anyhow, since they 
had virtually no equipment to 
lose and won most of their vic- 
tories at the cost of horrendous 
casualties — a fairly important 
aspect of the Korean War 
which is seemingly ignored in 
this game. 

Nevertheless, the battle 
scenarios are tense, compelling 
affairs, especially the year-long 
campaign game entitled "The 
Dragon Wakes," which beau- 
tifully simulates the epic ebb 
and flow of the action, and a 
hypothetical 1995 scenario in 
which the U.S. contribution is 
mainly in the form of air power. 
The Chinese intervention in the 
winter of 1950 is like a thun- 
derbolt: one minute you're 
slicing through shattered 
North Korean stragglers, the 
next minute the map is cov- 
ered with ten zillion battle- 
hardened Chinese! 


As with Conflict: Middle 
East, the computer often jumps 
in and tells you "Peace talks 
have started" just as your 
counter-offensive is really 
picking up steam (that means 
you have to cease combat op- 
erations or victory conditions 
are no longer valid). You can 
override this — the tempta- 
tion to do so is strong enough 
to give you newfound sympa- 
thy for MacArthur — but if 
you do, the game will eventu- 
ally wind down to a stalemate, 
just as the real thing eventually 
did. Long-term replayability 
prospects, once you have fin- 
ished each of the four given 
scenarios, would therefore 
seem to be scant; but the four 
basic campaigns are first-rate 
war-gaming experiences, and 
in our opinion well worth the 
asking price. 

As of this writing, there is 
only one other Korean War 
game on the PC market: SSG's 
MacArthur's War, which is 
handicapped by an obsolete 
interface that's been around 
since Commodore 64s were the 
rage. Conflict: Korea solidly fills 
the gap in games dealing with 
this unique war, but it's defi- 
nitely not for novices. 

EP 


Hardware requirements: 
640K RAM; VGA, EGA, or 
CGA graphics; high-density 
disk drive; supports AdLib, 
Sound Blaster, or compatible 
sound cards; mouse (recom- 
mended). 


AN AMERICAN TAIL 


LANCE ELKO 


c 

apstone has built much 
of its business on the strength 
of garnering movie licenses, 
and they continue that course 
with the release of An 
American Tail: The Computer 
Adventure of Fievel and His 
Friends. This graphic adven- 
ture aimed at kids stars Fievel, 
the delightful mouse who was 
the hero of An American Tail 
and Fievel Goes West, and in- 
cludes the storylines of both 
feature-length animations. 

The game has two distinct 
parts: the first half, set during 
the massive immigration to 
New York around 1900, fol- 



Shortly after landing in New York, 
you need to win this card-matching 
game. You've got 15 moves. 


lows the original film; the sec- 
ond half is based on the sequel 
film, in which Fievel and his 
family cross the continent by 
train for adventures in the Wild 
West. 

An American Tail does an 
excellent job of capturing the 
spirit of both movies. Digitized 
frames from the films serve as 
backdrops throughout the 


game, and the animation is, at 
times, quite captivating. The 
musical score, also taken from 
the film, is charming, although 
it's repetitive to the point of 
annoyance. 

In the role of Fievel, you 
must talk to a variety of char- 
acters and choose your re- 
sponse from among two or 
three possibilities, with wrong 
answers sometimes thwarting 
your progress. As you move 
through the adventure in 
search of various objects, you 
must play — and win — a num- 
ber of subgames . These include 
variations on traditional games 
such as concentration, dots, the 
shell game, target shooting, 
and Simon Says. In most of 
these contests, you can play as 
many times as it takes to win. 

The point-and-click inter- 
face is easy enough to use, but 
younger players — for whom 
the game is targeted — can 
easily become quite discour- 
aged without some adult as- 
sistance. Feedback during play 
is minimal, and though kids 
can easily navigate from scene 
to scene, a few more on-screen 
hints or clues would help pre- 
vent frustration from setting 
in. As it is, certain sequences 
will need to be replayed again 
and again. 

Like most graphic adven- 
tures, An American Tail is at 
times a game of trial and error 
— you learn which objects are 
useful, how you 
should respond to 
another character, 
which direction 
(left, right, straight 
ahead) to move 
from a certain 
scene, etc. You can 
die quickly at some 
points in the game, 
so it's important to 
save whenever you 
make any signifi- 
cant progress. This 
especially helps 



One of the tougher contests takes place on the train 
from New York to the great American West. The cats 
put you to the test in a game of dots. 


eliminate some frustration for 
younger players, who will 
likely lose interest if they must 
repeat the same game se- 
quences several times. 

The American Tail package 
doesn't suggest an age range, 
but it seems that 7-12 is appro- 



priate — the player must be a 
fairly good reader. The manual 
includes a glossary of terms 
that are encountered during 
play. Most of these words are 
not common in a child's vo- 
cabulary, so it's quite useful. 

Aside from faithfulness to 
its source, the greatest strength 
of An American Tail is its value 
as an introduction to graphic 
adventures. My nine-year-old 
son, despite some frustration, 
progressed through the game, 
learning how and where to 
move, how to gather objects, 
when to check inventory, and 
so on. Most of the basics of the 
genre are here, and if you've 
got a would-be adventurer in 
your home. An American Tail is 
a solid starting point. Just be 
ready to lend a hand. 


Becoming a 
slingshot 
sharpshooter 
takes a bit of 
practice. Score 
big out here in 
the desert, and 
you get to 
shoot some of 
the cats back 
in town. 
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Hardware requirements: 
640K RAM; 256-color VGA, 
EGA, or Tandy 16-color 
graphic display; supports 
AdLib, Sound Blaster, Roland 
LAPC-1, SoundMaster, or 
Tandy 3-voice sound; sup- 
ports mouse or joystick. 





RE VIE 


CRISIS IN THE KREMLIN 





w. 've all heard Santa- 
yana's admonition about reliv- 
ing history we choose to ignore, 
but is that really the case? Is hind- 
sight really 20/20? You'll prob- 
ably never findacomputer game 
which totally unravels the com- 
plexity, subtlety, and especially 
the irrationality of human af- 
fairs. But if you want to have 
some fun tinkering with the 
superficial aspects of history, 
give Spectrum Holobyte's Cri- 
sis in the Kremlin a look. 

Crisis in the Kremlin takes 
one of the most significant events 
of this century, the fall of the So- 
viet Union, and dissects nearly 
everyone and everything that 
went into making 1991 a year for 
the ages. The game's strongest 
point, the abundance of informa- 
tion on the collapse of the USSR, 
is also its weakness — the info 
isn't always integrated into the 
game in the most useable fash- 
ion. That's not the best situation 
for smooth playing, but it might 
be the best way of simulating the 
situation faced by Gorbachev and 
Yeltsin. The Soviet Union itself 
was hardly a well-oiled machine, 
particularly near the end, so per- 
haps the awkwardness of Crisis 
in the Kremlin is quite apt. 

You start the game by 
choosing which of three Soviet 
leaders — Brezhnev, Gorbachev, 
or Yeltsin — you'd like to be. 
Things are quite cheery at the 
beginning, with letters and tele- 
grams of congratulation pouring 
in. But political honeymoons are 



This is what comes of building subs 
and SS-20s, instead of developing a 
system for the efficient dispersal of the 
vast quantities of food produced in the 
Ukraine and elsewhere. 



Examples of Soviet street- 
humor permeate the sim- 
ulation, underscoring the 
durability of thehuman spirit 
in the face of hunger and 
strife. 


short-lived at best, and yours is 
almost over as soon as it starts. 
Complaints of shortages, unem- 
ployment, and manufacturing 
problemsbeginirnmediately,and 
you must also handle disputes 
with increasingly bold Republics 
and former Warsaw Pact allies 
who can't wait to get the Soviets 
out of their new democracies. It's 
then that you begin to realize the 
futility of governing a nation so 
wealthy in natural resources and 
manpower, but so poor in the 
infrastructure and organization 
needed to control them. 

Fortunately, youhavesome- 
thing the real Soviet leaders did 
not — instantaneous monitoring 
of all facets of the economy, soci- 
ety, and, most importantly, the 
military. There's always the spec- 
tre of a military coup, and one of 
your first actions should be either 
to put people you can trust in 
control of the military — good 
luck with that — or to mollify the 
present military leaders with a 
few concessions while you go 
about dismantling the gargan- 
tuan bureaucracy that's made 
them so powerful. 

Asthenew "Comrade Presi- 
dent," you have something in 
common with every So vietleader 
since Lenin — the debt incurred 
by your predecessor, as well as 
his budget. If allhispriorities were 
centered on defense, and you 
need to get some wheat planted, 
you may be out of luck. The iner- 
tia of something as massive as the 
Soviet ship of state makes any 
change of course difficult, espe- 
cially when your financial tug- 
boat is more like a dinghy with a 
3-horsepower Evinrude. 

If you're into the minutiae of 


governmental processes, Crisis in 
the Kremlin should make you 
happy for a long while. Those 
bored with statistics, however, 
may be asleep by the time the real 
fireworks start. And patience is 
undeniably the key to this game. 
It's all too easy to panic and divert 
resources unwisely just because 
one group or another is yelling a 
bit more loudly. You'll discover 
that Crisis in the Kremlin closely 
resembles a chess game, with the 
ability to see several moves ahead 
a prime requisite. 

Although the graphics are 
only 16-color, the designers have 
managed some very convincing 
effects, and you soon forget about 
the color limitations. As a bonus, 
several real CNN clips have been 
included: you may discover (as 
real-life leaders did during the 
Gulf War) thatCNN is sometimes 
a more dependable source of in- 
formation than your own intelli- 
gence agency. 

There's much that's very 
good about Crisis in the Kremlin. 
Humorous touches abound, and 
you have to admire the incredible 
amount of research behind the 
game. Getting at all the informa- 
tion within the simulation, how- 
ever, is sometimes difficult; 
whether you choose to look at 
that as a flaw or as an accurate 
portrayal will probably determine 
your enjoyment of the game. 

BP 


Hardware requirements: 640K 
RAM; VGA or EGA graphics; 
high-density disk drive; 
supports AdLib, Sound Blaster, 
and Roland sound cards; 
mouse recommended. 



THE DARK QUEEN OF KRYNN 


/VEIL RANDALL 


| he Krynn series of AD&D 
adventures comes to an end 
with this latest offering, and 
it's different enough to make 
you wonder what might have 
come next. Of course, we'll un- 
doubtedly find out in a differ- 
ent AD&D series, but the 
Krynn offerings, because of 
their unusual style, were a de- 
parture from SSI's other 
AD&D games. 

It's clear from the start that 
The Dark Queen of Krynn follows 
the lead of Death Knights of 
Krynn, the previous entry. Y ou 
begin the game with a battle, 
and you're not really free to 
move on your own for several 
hours of game play. As ad- 
venturers, in other words, 
your task is to fight your way 
out of a nearly endless series of 
difficult combats, none of 
which are really of your choos- 
ing. One group of these takes 
place in an undersea kingdom, 
so there's a uniqueness here, 
but for even die-hard AD&D 
fans the battles might a case of 
too much, too fast. 

What long-time AD&D 
players will find is a game that 
looks different from the rest, 
and which plays a bit differ- 
ently as well. The graphics are 
better than before, with all dis- 
plays fancier and more color- 
ful. Mouse control is smoother, 
and sound support is more 
extensive. But the most impor- 



Throughout the game, your party will 
come upon teleporters. You' re always 
asked if you want to take them, and 
you should almost always answer yes. 

tant change of all is the addi- 
tion of a LOAD option to the 
Encamp menu. At almost any 
point in the game, you can en- 
camp your party and restore a 
previously saved game. Now, 
this may seem hardly news- 
worthy to players of most other 
role-playing games, but past 
AD&D products have forced 
you to go to a training hall in 
town to restore saved games, 
or (and this was the usual op- 
tion) reboot your system. You 
still can't restore a game in the 
middle of combat, and this is 
the next must, but at least it's 
an improvement. 

Despite these enhance- 
ments, however. Dark Queen is 
the least interesting of the three 
Krynn games. There's very 
little exploring to be done, since 
almost the entire game is de- 
voted to combat. For much of 
the quest you must move your 
party with the Search option 
turned on, in order to find the 
game's unbelievably high 
number of secret doorways, 
and this does two things. First, 
it diminishes 
the interest in 
secret pas- 
sageways, 
which are, 
after all, ex- 
citing only 
when rare. 
Second, com- 
bat is more 
likely when 
Search is 
turned on, so 
your party 
will find it- 
self arrayed 
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SPELL: FIREBALL 

TARGET CENTER EXI T 


Here, a group of pirates near a stream feels the fury of one of 
your spellcaster's Fire-ball spells. This is a great all-purpose 
spell, but try not to kill your allies with it. 



against seemingly endless 
groups of giant spiders, bats 
and insects, and undead. 

This is frustrating, but not 
as much as one of the game's 
other features. In a throwback 
to the puzzle-oriented game 
design of the mid-80s text ad- 
venturers, you'll play a num- 
ber of Dark Queen's hours in 
what are 
essentially 



mazes. Fair- 
ly early in 
the game, 
for instance, 
you enter a 
lighthouse 
and battle 
your way to the top. Starting 
with the sixth floor, your party 
will be transported almost at 
random, and on the tenth level 
the whole thing gets incredibly 
frustrating. As if that's not bad 
enough, a door at the top of 
level 11 simply won't open, no 
matter what you do — and 
according to the people who 
have discussed this game on 
GEnie, the door is not meant to 
be opened at all! Such a feature 
shows extremely poor game 
design, but it's not the only 
such flaw in this game. 

I quit Dark Queen of Krynn 
three-quarters of the way 
through. It just wasn't worth 
the effort, and I suspect a 
number of gamers will feel 
exactly the same way. 
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Early in the 
game, the par- 
ty faces a trio 
of dragons. 
Useyourspell- 
casters well 
here, and don't 
forget your 
knights. 
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Hardware requirements: 
640 K RAM; 286 or better; 
VGA, MCGA, or EGA graph- 
ics; supports AdLib, Sound 
Blaster, and Roland sound 
cards; supports mouse. 
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PC MEWS PC NEWS PC MEWS 


NEW KONAMI 
900 NUMBER 

onami's new 7- day, 
24-hour Game Hint and Tip line 
is up and running. Owners of 
Konami software can dial 900- 
896-HINT to receive hints and 
tips for up to 20 Konami titles, 
with extended hints of up to 10 
minutes per game. Konami's 
computer titles as well as their 
video games are covered by the 
service. 

The phone call costs 70 
cents per minute, and a touch 
tone phone is required. 


ROLL YOUR OWN 



ecreational Software 
Designs has released a new 
product that lets you create 
your own action or adventure 
game. Game-Maker runs on 286, 
386, and 486 
machines with 
640K RAM, a 
mouse, and 256- 
color VGA 
graphics. 

The pro- 
gram's environ- 
ment includes 
mouse-driven 
menus that 
guide the cre- 


Game-Maker's Block 
Designer tool features a 
zoom-in drawing area, 
viewing area, choice of 
color palettes, and a set 
of drawing tools. 

SI has announced 
four new games that will be 
available shortly: The Summon- 
ing, a nonlinear, magic-based 
FRP title; 
Cyber Em- 
pires, a stra- 
tegy-arcade 
science-fic- 
tion game, 
previously 
published 
in the U.K. 
by Milen- 
nium under 



BOOM TIME FOR 
BRODERBUND 

ummer was a busy 
time for Broderbund. The 
Novato, C A, software publisher 
acquired PC Globe and its line 
of electronic atlas programs, 
which includes the popular PC 
Globe and PC USA. Company 
spokespersons acknowledged 
a nice fit between Broderbund's 
educational geography Car- 
men Sandiego line and PC 
Globe's desktop geography 
programs. 

Broderbund also an- 
nounced that it has signed three 
new affiliate label agreements. 
Disk-based products from N ew 
World Computing, The 
Waterford Institute, and 
Asciiware/ Ascii Entertain- 
ment Software will all be ex- 
clusively distributed in North 
America by Broderbund. 


ation of color palettes, picture 
elements, scenes, sounds, 
monsters, and characters. 
Background animation is sup- 
ported, and up to 20 different 
animation sequences are al- 
lowed for each created charac- 
ter. After all game elements are 
in place, they are combined to 
make a multi-level game of 
user-defined complexity. 

The Game-Maker package 


SOUND IN 
FLIGHT 

he soon-to-be-re- 
leased UltraSound sound 
card from Advanced 
Gravis will debut with a 
special bundling that in- 
cludes Electronic Arts' 
award-winning Chuck 
Yeager's Air Combat. For 
this special edition, Yeager 
is being modified for op- 
timal use with the 
UltraSound, and will in- 
clude a new stereo 
soundtrack and enhanced 
sound effects. 

The suggested retail 
price of the special bun- 
dling is $219.95. The 
UltraSound card will retail 
for $20 less. 


includes several games that 
were created by the system, 
each of which can be played 
and modified by the user. 

Game-Maker is available for 
$89 plus shipping. For more 
information, contact Recre- 
ational Software Designs, P.O. 
Box 1163, Amherst, NH 03031. 
To order Game-Maker, call 1- 
800-533-6772, or 603-332-8125. 


ON THE HORIZON 



the title Steel Empires; A Line in 
the Sand, a game based on the 
1991 Iraq War (from TSR's 
board game of the same name); 


Cyber Empires 


A Line in the Sand 

and Spell] ammer, a TSR fantasy 
space-adventure game based 
on the AD&D Forgotten Realms 
world. 
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CD-ROM publisher ICOM 
Simulations plans to release 
three new interactive CD-ROM 
titles by Christmas. Sherlock 
Holmes, Consulting Detective II, 
like its predecessor, will feature 
three separate murder myster- 
ies with 90 minutes of 15 
frames-per-second video. The 
other two titles are Beyond 
Shadowgate, an action adven- 
ture, and The GGA Tour, a fan- 
tasy golfing simulation that lets 
you play in locales such as the 
peak of Mt. Everest. 

Look for four new PC titles 
from Koei in the coming 
months: Gemfire, a fantasy role- 
playing game with a medieval 
flavor; Liberty or Death, a 
simulation of the American 
Revolution in which you take 
command of either the British 
or the Colonists; P.T.O.: Pacific 
Theater of Operations, a WWII 
naval simulation that lets you 
command the U.S. Pacific fleet 
or the Japanese Imperial forces; 
and lnindo: Way of the Ninja, an 
RPG in which you must as- 
semble warriors and defeat 
Nobunaga. 



Liberty or Death 


A veteran game publisher 
from the U.K. has found a new 
home in the U.S. Impressions 
has opened an office in 
Farmington, Connecticut, and 
plans to release approximately 
eight strategy titles per year in 
the U.S. market. All games will 
support 256-color VGA graph- 
ics (as well as 16-color VGA 


and EGA) and all major sound 
cards. 

The first five Impressions 
titles to hit the market are Air 
Force Commander, Air Buck$, 
Conquest of Japan, Discovery: In 
the Steps of Columbus, and Pala- 
din 2. With the exception of 
Paladin 2, each of these titles 
should be available now. (Look 
for Paladin 2 in early- to mid- 
October.) 

Impressions tells us that 
Air Force Commander, a large 
strategy simulation of air war- 
fare, includes 26 scenarios 
based in the Persian Gulf, and 
features political issues, re- 
source management, military 
strategy, and real-time play. A 



Air Force Commander 


WWII scenario disk is planned 
for October release. 

Starting out in 1946 with a 
DC-3 and just a few dollars, 
your goal in Air Buck$ is to build 
an airline while going up 
against three competitors. De- 
cisions about where to buy the 
rights to land, which planes to 
buy and when, how much to 
spend on marketing and 
maintenance, and so on, affect 
your success. 

In Conquest of Japan, you're 
given five cities, each with a 
budget for buying various types 
of soldiers to build an army. 
Individual battles let you con- 
trol the entire army, a unit, or 
one soldier. Battle results are 
then fed into the larger cam- 
paign game. Conquest of Japan 
offers one- or two-player 



Conquest of Japan 






modes, and a feature that places 
cities differently with each new 
game. 

Discovery: In the Steps of 
Columbus is a role-playing 
strategy game in which 
the player, as Columbus, 
sets sail for the New 
World. Game elements 
include pirates, sea 
battles, product trade, 
creation of cities, farms, 
forts, warehouses, 
schools, churches, etc., 
and competition with other na- Discovery 

tions. 

Paladin 2, a sequel to 
Omni trend's Paladin FRP game, 
is a joint project be- 
tween the companies, 
and uses the game 
system pioneered by 
Breach. Described by 
Impressions as an ad- 
vanced version of 
Breach 2 in a medieval 

setting with a better interface Paladin 2 

and improved graphics. Paladin 
2 will include 20 game scenarios 
as well as a scenario-building 
program. 

Spectrum HoloByte is 

hard at work on Star Trek: The 
Next Generation, a 
graphic adventure 
that uses digitized 
artwork from the 
popular TV show. 

Look for the game 
to arrive in March, 

1993. 

Several new titles from 
RAW Entertainment are due 
this fall and winter: Space Inc., in 
which you play an interplan- 
etary trader who must deal with 
space pirates, sabotage, as well 
as resource and financial man- 
agement; Spoils of War, a stra- Star Trek: The Next 
tegic war game developed by Generation 

the German Design Group in 
which you try to be the first to 
conquer and control 
a continent; Fleet 
Commander, a WWII 
naval simulation 
from the designers of 
the highly acclaimed 
Action Stations; and 
Dominant Species, a 1- 
to-8 player strategy 
game based on the theory of Space Inc. 

evolution. 


BP 
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Write your name, address, and 
telephone #, along with the game title 
and page number of your favorite ad 
on a piece of paper. 


MAIL TO DAY TO: 

Game Players Best Ad Contest 
PO Box 29364 
Greensboro, NC 27429 
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Rex Nebular Is For Hire! 



• STIMULATING state-of-the-art graphics and animation! 


• EASY, HARD, and ADVANCED modes! 


And the spaceways will never be the same! 

Sure, he’s for hire. But if he doesn't pull off this job, Rex Nebular’s 
reputation as an interstellar adventurer and womanizer will take a 
bruising, if that’s still possible. 

All he has to do is retrieve a priceless vase for 
a really ticked— off Colonel Stone. It should be 
easy . . . NOT! 

Especially when this Cosmic Gender Bender gig 
has enough traps to send Rex to his grave a 
thousand times over. 

Rex will have to locate a cloaked planet. Survive 
the grotesque Gender Bender machine. Negotiate the perils of a vast 
underwater world. And tear himself away from legions of sex-starved 
aliens. Some of whom would like nothing better than to use our hero as 
breeding stock! 

And Rex thought women only wanted him for his mind! 

Save Rex Nebular from himself. And save the universe 
from Rex Nebular. Get your copy of Rex Nebular And The Cosmic 
Gender Bender today at your favorite retailer. 


Actual screens may vary. 


• Thousands of MIND-BENDING PUZZLES TO UNLOCK! 
• TITILLATING rotoscoped art! 


• AROUSING INTUITIVE INTERFACE light years ahead of any other! 


r 




To get our free catalog, call 1 -800 _ 879“PLAY • 

(Mon.- Fri., 8:30 am-5:00 pm EST.) 

Or fill out the coupon and mall It to: MicroProse Software. Inc. 
180 Lakefront Drive • Dept. D-10 • Hunt Valley, MD 21030-2245 
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So You Want 


Plus tax and $4.00 Shipping/Handling 


“A Breakthrough 
in Adventure 
Game Design.’’- 


Play the computer epic that combines the character 
development and combat systems of fantasy role-playing games with 
the sophisticated storytelling of a 
graphic adventure. 


Play as a Fighter, Magic User, or Thief. 
Solutions and story will be different 
depending on your choice. 


makes combat eerie and exciting. 


Regular Price 


Offer 

#00344 


Special offer for Game Player's readers. Save $10 on the all-new Quest for Glory I 
when you order direct. The game requires an IBM compatible computer, 286 or 
better and VGA or EGA monitor. Supports all major sound cards. 


Talk to every character you meet. 
Conversation is compelling... and crucial! 

Excellence in 
Adventure Gaming 


Charge to MC, VISA, American Express, or Discover 
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